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ABSTRACT 
Suyana, Alvina Damayanti. 2016. Improving Students’ Reading Ability by Using 
Visual Novel Entitled Invisible Me (A Classroom Action Research at the Eighth 
Grade Students of SMP N 1 Wonoboyo in the Academic Years of 2016/2017). 
Thesis. English Education, Islamic Education and Teacher Training Faculty, the 
State Islamic Institute of Surakarta. 
Advisor : SF. Luthfie Arguby Purnomo, S. S., M. Hum 
Keywords : Reading ability, Visual Novel, Invisible Me 
 The objectives of this study are to reveal the implementation of visual 
novel Invisible Me to improve the students‟ reading ability and to recognize the 
improvement of students‟ reading ability using visual novel Invisible Me at VIIIA 
of SMP N 1 Wonoboyo. The eighth grade students of SMP N 1 Wonoboyo had 
problems dealing with reading ability. The researcher found that VIIIA had 
problems in reading such as most of the students had difficulties in identifying 
detailed information, identifying main idea, knowing the meaning of some words, 
and had difficulties to pronounce English well. 
 This research used classroom action research. The subject of the research 
was 32 students of VIIIA class of SMP N 1 Wonoboyo. The classroom action 
research was conducted on September 3
rd
 to September 20
th
. This research was 
conducted in two cycles, cycle 1 and cycle 2. Each cycle consisted of three 
meetings. The process in each cycle consisted of planning, implementing, 
observing and reflecting. The data were obtained from observation, test, and 
questionnaire. 
 From the result of this research shows that visual novel Invisible Me was 
able to improve students‟ reading ability. It was perceivable from the students are 
able to comprehend the text and identify specific information well. It means that 
the students‟ reading ability increased. Their comprehension was perceptible from 
the mean progress of pre-test, post-test 1, and post-test 2. The mean score of pre-
test was 47,5, the mean score of post-test 1 was 59,75, and the mean score of 
second post-test was 86,38.  
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CHAPTER I 
INTRODUCTION 
 
A. Background of the Study 
English as a foreign language in Indonesia has an important role in many 
aspect, such as in education world, international relationship, technology, 
economy and many other things. In this period, Indonesian‟s people should be 
able to learn English to face AFTA (ASEAN Free Trade Area) and 
globalization in our country. Hence, in this situation the society must be ready 
to learn English as fast as possible in order to prepare them in covering this era. 
It could be seen that English has been learnt in some level of education in 
Indonesia. For instance, in the kindergarten level has been introduced English 
until the university level. It means that English has been taught in all level of 
education in Indonesia.  
To learn English well there are basic language skills that should be 
mastered. They are divided into four terms, listening, speaking, writing and 
reading. Speaking and writing included to productive skills, because they 
produce language form and their product is oral and text. On the other hand, 
listening and reading included to receptive skills, because they are receiving 
message.  
In this research, the researcher focus on reading skill. Reading is one of 
basic language skill that has an important part to learn English. To make a clear 
understanding about reading, there is detail explanation by an expert. Snowling 
 
 
and Hulme (2005:1) state that reading is information-processing: transforming 
print to speech, or print to meaning. Means that reading is an activity of 
transferring the information from the written form, so that the reader 
understand the meaning or purpose implicitly or explicitly of some text. 
Everybody needs reading activity in their life in order to enlarge their 
information and increase their knowledge. Particularly for the students, they 
need reading a lot to increase their knowledge and vocabulary. Hence, reading 
becomes the language skills that have an important role and should be mastered 
well by all of the people.  
In the reality, there are some problems that are faced by the students about 
reading. Reading is an activity that is not favored by the students. Most of 
students do not like reading activity, because this activity is so boring 
according to them. According to Aebersold and Field (1997: 22), teachers need 
to understand their student‟s reading behaviors and be able to help students 
understand those behaviors as well. Therefore, English teachers should find 
strategies to overcome the problem in order to improve the students interest in 
reading and omit their boredom. They are expected to find appropriate 
strategies or activities to make students understand reading text and enjoy 
reading.  
There are some techniques that can be used by English teachers. Using 
media is one of some strategies that can be used and effective for the teachers 
to teach the students. Using media for teaching learning process is appropriate 
method to add the students‟ interest and improves their reading ability. Media 
is a component that is used to deliver the materials in learning activity. Media 
 
 
is very useful to help the teacher deliver the material to the students in teaching 
learning process. Media can be used to make the students easy to understand 
the materials, so it will make the students interested with the materials, 
motivate their study, and develop their retention about the materials. 
Based on the observation, the researcher finds some problems about 
reading skill in SMP N 1 Wonoboyo. Most of the students have difficulty in 
identifying detailed information, identifying main idea, and knowing the 
meaning of some words. Some students also have a difficulties to pronounce 
English well. The teacher said that almost all of the students have a background 
study from the elementary school that is low in English course. They comes 
from the school in village that does not emphasize learning English. Therefore 
the students do not mastering English yet. During the lesson sometimes the 
students feel bored when reading activity ongoing, because the teacher only use 
LKS, and they only read the text in the textbook. They need some media as a 
variation in the learning process. 
To overcome this case, Visual novel is a kind of media that appropriate to 
teach the students. The teachers are able use this media to improve students 
interest in reading, because at the age level in eighth grade, they really like to 
learn concrete things. Visual novel is the novel that is visualized in the 
illustration pictures, there is an illustration pictures with the conversation and 
the player can choose plot of the story by the choises. As Purnomo and 
Purnama (2013: 101) states, visual novel is a combination between novel and 
game so there are interactive elements in it although it‟s not as much as other 
genre games because here the player focus on the story presented. Hence, it 
 
 
will not make the students feel bored but can make their reading activity more 
pleasing. 
From the explanation above, the researcher would like to propose one 
teaching technique that would be a beneficial teaching technique, which is 
using visual novel. The researcher is interest in conducting an action research 
in teaching reading by using visual novel. 
 
B. Identification of Problem 
These research problems arise from this study about reading ability of 
eighth grade students SMP N 1 Wonoboyo. The problem is about their reading 
ability. Most of the students have difficulties in identifying detailed 
information, knowing the meaning of some word, and pronouncing English 
well. The teacher still uses a traditional or old method to teach them. The 
teacher only uses LKS to teach students, so that sometimes they feel bored 
when teaching learning process ongoing. To overcome this problem, teacher 
should change their method in teaching learning process with more pleasing to 
add students‟ interest. Here the students need some media as an instrument to 
deliver the materials. In this research, a media that is used is visual novel. 
  
C. Limitation of Study 
Since there are many problems that arise in the problem identification 
above, the researcher limits the problems on improving students‟ reading 
ability of the eighth grade of SMP N 1 Wonoboyo, Temanggung students by 
using visual novel. Here the researcher limit the use of visual novel only 
 
 
Invisible Me. The researcher takes the research in SMP N 1 Wonoboyo because 
in this school have a problem in reading ability. As explained before, most of 
the students are not equipped enough in English course. 
Here the researcher only focused on the students‟ reading ability because 
reading is one of the important skills for the students. The students should 
master in reading to prepare them face the final examination. The researcher 
use visual novel as a media to improve students‟ reading ability. As we know 
that at the level of junior high school, the students like to learn something that 
is concrete. Hence, hope that this visual novel can build students‟ interest and 
improve the students‟ reading ability. 
 
D. Problem Statement 
From the background above, the researcher identify the problem that 
appears: 
1. How is the implementation of teaching reading by using visual novel at 
the eighth grade students of SMP N 1 Wonoboyo? 
2. How is the improvement the students‟ reading ability by using visual 
novel at the eighth grade students of SMP N 1 Wonoboyo? 
 
E. Objectives of Study 
Based on the problem formulation above, the objectives of this research are: 
1. To find out the implementation of visual novel improve the students 
reading ability at the eighth grade students of SMP N 1 Wonoboyo. 
 
 
2. To find out the improvement of students‟ reading ability by using visual 
novel at the eighth grade students of SMP N 1 Wonoboyo. 
 
F. Benefit of Study 
The research result is expected to give some benefits for several sides. The 
following are some benefits of this research: 
1. The Students 
 The students get a new experience to study English particularly in 
reading activity; hence they can improve their reading ability with the 
interesting game.  
2. The Teacher 
 This research gives the other innovation in teaching reading. The 
teacher can more creative in teaching reading, therefore the teacher can 
make reading activity more pleasing. 
3. The School 
 This research can be used to overcome the problem about reading 
ability in this school. This technique can be referenced to teach reading 
effectively and enrich teaching technique in this school.  
 
G. Definition of Key Terms 
There are some definition: 
1. Reading 
Reading is a complex activity, one that involves a range of different 
skills, processes and types of knowledge, (Cain, 2010: 3). 
 
 
It is a visual process that begins with one‟s ability to use one‟s vision 
to interpret graphic symbols Dechant, (in Macceca 2007:4). 
2. Visual novel 
 Visual novel is a sub genre game semi-interactive that provide not 
only the story but also static picture which support plot of the story and 
sometime equipped with voice-acting. Visual novel usually have branches 
plot and many endings that determined from the selections which is taken 
by the player along the game. Simply put, gamers can read a novel with the 
illustration that describe character and setting and determine the plot of 
story. This concept for the first time popular in Japan hence the picture 
presented in visual novel with anime style (Japanise cartoon). However in 
the development the picture that is used maybe an image of a hand and also 
picture. Although it gives different shades, both have the same rules that 
describe everything in the story, (Purnomo and Purnama, 2013: 99). 
3. Media 
Media can be regarded as a mean to deliver the message from the 
sender to the receiver, (Sadiman, 1986: 6). 
4. Classroom Action Research 
  Classroom action research is a process of concurrently inquiring 
about problems and taking action to solve them. It is a sustained, 
intentional, recursive and dynamic process of inquiry in which the teacher 
takes an action purposefully and ethically in a specific classroom context to 
improve teaching or learning, (Pine, 2009: 30). 
 
 
 
CHAPTER II 
THEORITICAL REVIEW 
 
A. Theoritical Description 
1. Definition of Reading Ability 
Reading is the activity to read a written text for the purpose to get 
some information and included to the important activity in human life. 
Reading is one of the important skills and takes a big part, because 
everybody need reading to improve their knowledge. Reading is an 
interactive process, because the reader not only read the material, but also 
should comprehend content of the text. Hence, the reader must be focus 
when they read, because reading activity need high concentration to 
comprehend the meaning. The reader not only read the text but also 
should comprehend and understanding the meaning or the purpose of the 
text to be a good reader. 
Many theories and definition are presented by linguists and 
scientists. Some experts proposed their opinion about reading. Grellet 
(1981: 7) propose that reading is a constant process of guessing, and what 
one brings to the text is often more important than what one finds in it. It 
means that when someone read the text, they must guess what the content 
of the text in order to comprehend the implicit and explicit meaning of 
the text. Therefore, the main point in reading activity not only what we 
 
 
can find some purposes of the text, but also about what we get from the 
text. 
According to Aebersold and Field (1997:15), reading is what 
happens when people look at a text and assign meaning to the written 
symbols in that text. It means that reading is an interactive process 
between the reader and the text. The reader not only reads the text but 
also comprehend the meaning inside. Meanwhile, Nuttall (1996: 4) 
define that reading is a process of communication between the writer and 
the reader. Here, reading can be defined as transferring information 
between the writer and the reader. The writer is the sender information 
and the reader is the receiver information. So, there is an interaction and 
communication between the reader and the writer  
Another expert, Winebrenner (1996: 79) propose that reading is 
the ability to make meaning from printed words. Good readers 
automatically use strategies to adjust their reading rate to the material and 
check to see if what they are reading makes sense. Poor readers don‟t 
even know that such strategies exist. They think that good readers were 
“born that way”. Means that reading is not about read a text, but can 
catch the meaning of that text also. A good reader can choose an 
appropriate strategy to looking for the meaning of some text.  
According to Grabe and Stoller (2013: 3) Reading is the ability to 
draw meaning from the printed page and interpret this information 
appropriately. The readers have to comprehend the meaning of the texts, 
 
 
and take the main point of information inside. Then we can process the 
information to be interpreted in our brain dealing with the content and 
context. 
Based on some definition above, it can be concluded that reading 
ability is a skill to do communication or interactive process between the 
reader, the writer and the text. It is not only just a read the text, but also 
should comprehend the material and content of the text. Hence, reading 
ability is the competency, strategies, or skill that someone have to read 
the text and comprehend the meaning of written text. Ward in Technique 
of Teaching Reading (1980:30) adding that there are some components 
that influence of reading ability, they are foundation, background of 
experience, concentration, word recognition, comprehension,and 
utilization. 
 
2. Types of Reading Techniques 
Everyone have a different ways and techniques to read. Some 
linguists have proposed many ways of reading, the main ways of reading 
as follows : 
a. Skimming  
Cramer (1998: 57) defines skimming is not reading every word, 
sentence, or paragraph. According to Team of Five (2006: 40) states 
that skimming is the ability to identify main idea. Quickly running 
one‟s eyes accross a whole text (an essay, article, or chapter) to get 
the gist of it. Here the reader using this technique to find the main 
 
 
idea or the main purpose of some text. The reader usually uses this 
technique when they need information in the text quickly. 
b. Scanning 
According to Cramer (1998:57), involves running the eyes down the 
printed page, looking for specific bits of information, key words, or 
phrases. Means that scanning is little bit more detail when the reader 
read using skimming, scanning is read a text in detail.to find specific 
information. 
c. Extensive reading 
Extensive reading is an activity to read something faster. Extensive 
reading is used usually to get the information quickly. According to 
Aebersold and Field (1997: 64), extensive reading textbooks aim to 
improve reading abilities by having students read large quantities of 
texts outside of the reading textbooks and report on them in some 
way. 
d. Intensive reading 
Different with extensive reading, intensive reading is reading activity 
for the purpose to comprehend the text to get detail information. 
Aebersold and Field (1997: 63) explain that intensive reading 
textbooks focus entirely on building reading comprehension abilities 
through reading texts from the book and completing exercises. 
In this research uses intensive reading as a strategy to read the 
text in learning process. This strategy is appropriate to the students, 
because the students not only read but also should comprehend the text to 
 
 
get the detail information. The comprehension to the text is the main 
thing. After read and comprehending the text the students also should do 
an exercise. This is done to measure how far they comprehend the text. 
 
3. Models of Reading 
There are some ways to read a printed text, models of reading 
provides method in order to make a simple ways if the reader wants to 
takes an information from the text, or to mastering the text quickly. 
Barnet (in Aebersold and Field, 1997: 17-18) provides a thorough 
summary of these models of reading process. There are three main 
models of how reading occurs: 
a. Bottom-up theory argues that the reader construct the text from the 
smallest units (letters to words to phrases to sentences, etc). Means 
that the reader should read the text word by word. The reader not 
only read text word by word but also can understand the meaning, so 
that the reader is able to correctly mastering the text and the massage. 
b. Top-down theory argues that readers bring a great deal of knowledge, 
expectations, assumptions, and questions to the text. It means that 
after the reader reads some text, they can take knowledge, give their 
opinion about the text, or giving their question dealing with content 
of the text or giving their suggestion. Here the reader not only just 
read a text but also giving their feedback, this activity including 
critical reading. 
 
 
c. The interactive school theorist argues that both top-down and bottom-
up processes are occurring, either alternately or at the same time. 
Means that the reader can use this models both of them, depends on 
situation.  
In this research, the researcher uses interactive school theorist in 
teaching learning process. This model is appropriate to teach the 
students, because integrating between bottom-up theory and top-down 
theory. The students should know meaning of the text word by word in 
order to construct their understanding. After read the text, students also 
give their opinion how far they comprehend the text, and giving feedback 
about it. Depend on the situation and the materials that are given in the 
class. 
 
4. Principles of Teaching Reading 
Teaching reading is little bit more difficult than teaching the other 
skills, because reading is an activity that is not liked by most of the 
students. Therefore, the teacher should be able to make the students 
interesting with reading activity and make them enjoy to study. Teachers 
should choose an appropriate techniques or strategies to provide reading 
materials. The teacher also has to use various kind of practice to provide 
reading materials. Brown (1994:7) says that teaching reading is guiding 
and facilitating learning, enebling the learner to learn, setting the 
condition for learning. 
 
 
The six principles of the teaching reading are explained by Harmer 
(1998: 70): 
a. Reading is not a passive skill 
The teacher should motivate the students to be active in reading. The 
students should be able to guess what the meaning of word and to 
understand the text. Sometimes the teacher should change their 
method to be attractive so that the students can improve their skill 
and to be more active in the class. 
b. The students need to be engaged with what they are reading 
The students who are not interesting in what they are doing will not 
get benefit from reading, because they do activity that they do not 
like it.  Hence, they do these activities with constrained and half-
heartedly, therefore they cannot concentrate with the material. The 
teacher should choose an interesting topic to make them comfortable 
to study. 
c. The students should be encouraged to respond to the context of a 
reading text, not just the language. The students not only just read a 
text but also study the meaning and the message of the text to make 
them clearly understand and comprehend the materials. The teacher 
should give them a chance to respond that message of the text. So 
that this reading activity do not make them passive in reading 
activity. 
 
 
 
 
d. Prediction is a major factor in reading 
The students must be able to predict what material they will get. The 
teacher also should give clues to help them learn the material being 
taught, this activity can be fun if it created with playing the game. 
e. Match the task to the topic 
To make reading activity more impressive and attractive, the teacher 
should combine the task in reading with playing mini-games, for 
example teacher can use puzzles, mix and match, etc. 
f. Good teachers exploit reading text to the full 
The teacher should be able to exploit the reading text well, so that 
the students can read and understand the text with their spirit. So that 
students can understand the text with ease and spirited to learn. 
From those explanation above, six principles will be implemented 
but the researcher emphasize three principles of teaching reading in the 
learning process. They are reading is not a passive skill, here the 
researcher is going to make the students more active when reading 
activity occurs with give them a chance to respond a message of the text 
and create class atmosphere alive. The other principle of teaching reading 
is the students need to be engaged with what they are reading. The main 
problems why the students have difficulties to comprehend the material, 
because of they are not interested with the material first. Hence they will 
not get benefit from what they are doing. Here the researcher is going to 
make the students identify the material, so that they will enjoy to study. 
The last principle is matching the task to the topic. Here the researcher 
 
 
will combine learning activity with playing mini game to make the 
students enthusiastic with the materials. 
 
B. Review on Visual Novel 
1. Definition of Video Game 
Video games are electronic games that can be played by all ages. 
Many experts have been proposes their theory about definition of video 
games. Here some theory that proposed by some experts can be 
explained in details. 
According to Gruber (1994:17-18), video games are played at the 
arcade, at home on a television or personal computer, and as a handheld 
portable game. They are packaged in large cosoles, game packs that can 
only be played on the same manufacturer‟s hardware (i.e. Nintendo, Sega 
genesis, and Sony Playstation), and as CD-ROMs. Made up of a program 
that instruct the computer to display specific visual and audio effects, 
video game utilize cutting-edge technology in order to provide fast paced 
entertainment. 
The other theory are explained by Zackariasson and Wilson (2012: 
5) they proposed that video games is a specific kind of digital 
entertainment in which the gamer interacts with a digital interface and is 
faced with challenges of various kinds, depending on the plot of the 
game. It means, there are an interaction between people and digital 
instrument. The people is a gamer that operating the game. 
 
 
Besides the statement above, Purnomo (2015: 1) stated that video 
game is intended to spark visual amusement. As this deals with visual, it 
implies also that to enjoy a video game, it is requaired to have a device 
functioning as a way to display the visual quality in order to transfer the 
amusement to the viewers. 
From the description above, it can be conclude that video game is a 
game that is played in electronic form and the player can control that 
game. A video game are able to played by all ages from children up to 
adult, nor male or female, depends on genre of the games and level of 
difficulties. Genre of the game, usually determine the age of a gamer. 
Complexity of the game influences the age of gamer. 
 
2. The kind of video game 
In the game there are several types that are commonly called the 
game genre. Genre of games can classify games into several groups. A 
detailed explanation of every genre can be presented as follows: 
a. Action Games 
According to Fullerton (2014: 466) propose that action games are 
without exception, real-time experiences, with an emphasis on time 
constraints for performing physical tasks. Action emphasise reaction 
time and hand-eye coordination as a genre often overlaps with other 
genres. For example, Super Mario Galaxy is an action adventure 
game. 
 
 
 
b. Strategy Games 
Fullerton (2014: 466) defines that strategy games focus on tactics 
and planning as well as the management of units and resources. The 
themes tend to revolve around conquest, exploration, and trade. For 
example games like Civilization IV, StarCraft II, Kingdoms of 
Camelot, etc. 
c. Role-Playing Games 
Fullerton (2014: 466) explains that role-playing games revolve 
around creating and growing characters. They tend to include rich 
story lines that are tied into quests. Role-playing games begin and 
end with the characters. Players typically seek to develop their 
characters to finish the game. For example, games like Jade Empire, 
Kingdom Hearts II, etc 
d. Sports Games 
Sports games are simulations of sports like tennis, football, baseball, 
soccer, etc. many sports games involve team play, season play, 
tournament modes, and other modes that mimic sporting 
conventions. Some of the most popular sport games are Madden 
NFL, FIFA Soccer, NBA Jam, etc. These opinion stated by Fullerton 
(2014: 467) 
e. Racing/Driving Games 
According to Fullerton (2014: 467) racing or driving games come in 
two flavors that are arcade style and racing simulators. The arcade 
style appeals to broader audience overall, when simulations go into 
 
 
more depth and tend to appeal more to enthusiast. The example of 
racing/driving games is Mario kart and Burnout, NASCAR 07, F1 
Career Challenge, Monaco Grand Prix Racing, etc. 
f. Simulation/Building Games 
Fullerton (2014: 467) defines that simulation or building games tend 
to focus on resource management combined with building 
something, whether it is a company or a city. Many simulation or 
building games mimic real-world systems and give the player the 
chance to manage their own virtual business, country, or city. 
Players tend to be given limited resources to build and manage the 
simulation. The example of simulation/building games are Roller 
Coaster Tycoon, Farmville 2, etc. 
g. Flight and Other Simulations 
Fullerton (2014: 467) also gives the opinion about flight and other 
simulation games. Simulations are action games that tend to be based 
on real-life activities, like flying an airplane, driving a tank, or 
operating a spacecraft. Flight simulators are the best example. These 
are complex simulators that try to approximate the real-life 
experience of flying an aircraft. These types of simulations usually 
appeal to airplane and military buffs who want as realistic an 
experience as possible. The example of flight simulation games are 
X-Plane, Jane‟s USAF, etc. 
 
 
 
 
h. Adventure Games 
Adventure games emphasize exploration, collection, and puzzle 
solving. The player generally plays the part of a character on a quest 
or mission of some kind. Generally, in adventure games characters 
are central of the game, but they do not be an important element. The 
examples of adventure games are Zork, Zelda series, etc. Stated by 
Fullerton (2014: 467) 
i. Educational Games 
Fullerton (2014: 468), educational games are combine learning with 
fun. The goal is to entertain while educating the user. Topics range 
from reading, writing, and arithmetic to problem solving. The 
educational games generally for kids, but there are some that focus 
on adults. The examples of educational games are Motion Math, 
DragonBox, etc for kids. Brain Age and Foldit for adult. 
j. Children‟s Games 
Fullerton (2014: 468) stated that children‟s games are designed 
specifically for kids between the ages of 2 and 12. These games 
might have an educational component, but the primary focus is on 
entertaining.  
k. Casual Games 
According to Fullerton (2014: 468) casual games are typified by the 
fact they are meant to be enjoyed by everyone. Most of casual games 
are simple to be played. Casual games often incorporate puzzle 
 
 
elements into their play mechanics. The examples of casual games 
are Tetris, Angry Birds, Solitaire, etc. 
 
3. The definition of visual novel 
Visual novel is one kind of genre video games, this game include 
to adventure genre. Visual novel are designed with static graphics and 
dialog boxes that the characters are able to speak and have sound effects. 
Here are going to explain in details about visual novel by some expert. 
Purnomo and Purnama (2013: 99) explain that visual novel is a sub-genre 
of semi-interactive game that presents not only the story but also a static 
image that supports the story line and sometimes equipped with voice-
acting. 
Besides the statement above, to define the visual novel in detail 
Purnomo (2015: 22) also explain in Edu Games X that visual novel 
commonly abbreviated as VN fits in the adventure video game genre as 
the game emphasizes on the story. The emphasis does not only reside on 
the elements of a story but also on the feature VN has that is branch. 
According to Cavallaro (2010:8), the visual novel typically 
articulates its narrative by means of extensive text conversations 
complemented by lovingly depicted (and mainly stationary) generic 
backgrounds and dialogue boxes with character spirites determining the 
speaker superimposed upon them. A visual novel‟s ending alters 
according to the player‟s choices at key turning points, which provides a 
motivation to replay the game and opt for alternative decisions each time. 
 
 
Another opinion stated by Lebowitz and Klug (2011:194), the 
text and visuals are further complemented by a full set of sound effects 
and bakground music and, in some games, voice acting. This turns what 
would be an e-book of sorts into a full audiovisual experience, hence the 
term “visual novel”. 
From definition of some expert above can be conclude that visual 
novel is one of genre game that present a story like comic book that is 
packed with visual pictures and music background, and have a sound 
effect and dialogue box. Visual novel focus on storytelling, the player 
just read a novel in their computer and they have to choose the options to 
continue to the next story. Every choice can affect the way of the story in 
visual novel. 
 
4. Visual Novel in Language Teaching 
Using media in teaching learning process can help the teacher to 
deliver the material to the students. Therefore the students easily to 
understand and comprehend about the lesson, and they can study with 
more enjoyable. The students can study and playing the game, so that this 
activity have a lot benefit. The students can play the game, but they can 
improve their reading ability too.  
Wright et all (2006:2), said that games help and encourage many 
learners to sustain their interest and work. It means that using games can 
help the students to catch the material that the teacher explains easily. 
Using game can help the teacher to deliver the materials. Hence, the 
 
 
students easily to understand the lesson, make teaching learning process 
more pleasing, and create a classroom atmosphere more alive. 
This method can make the students more creative and innovative, 
because the learning process teaches them to increase their creativity to 
comprehend the materials. The students need high imagination to 
understand the story of visual novel. Automatically they should more 
creative to understand the story and try to comprehend implicit meaning. 
From the explanation above, it can be conclude that visual novel 
help the students in the learning process makes the students more 
enjoyable and easy to understand the materials. Using visual novel is the 
effective method in teaching reading and helps the teacher to deliver 
material to the students.  
 
5. Description about Invisible Me 
Invisible Me is a form of visual novels. Here, the researcher is 
going to tells about the story of this game. This game tells about the life 
of a teenage girl in senior high school in Japan. Her name is Eiko 
Hanasaki. Eiko is a smart girl, and always get a ranking in her class, she 
has a lot of friends that love her. She always gets the best score in the 
class because her mother always demand and force her to get a perfect 
score. Her mother always asks about her score every day, it makes Eiko 
feel very depressed about this. 
This story begins from Eiko‟s house when she already comes back 
from the school. When she arrives at home, her mother asks about her 
 
 
score immediately. As usual, Eiko always get the best score. The next day 
at school, the teacher gives the result of an exam yesterday. Eiko‟s score 
is highest than all her classmates, but the score is not perfect, she only get 
85. According to her friends the questions of the exam are very hard, and 
her friends proud of her because she can get the best score, although not 
perfect. Eiko thinks that her mother will angry if she knows Eiko getting 
score imperfect. Before back to home, she thinks that her mother will not 
know of this score. But it‟s impossible because her mother always ask 
about her score. 
When Eiko arrives at home, her mother knows about the score and 
get angry with Eiko. Debate between Eiko and her mother happen. Eiko‟s 
mother is very angry because the score is imperfect, while Eiko depressed 
because her mother always forced to get the best score without wondering 
how Eiko‟s struggle to get that score. Finally Eiko run off from her house 
because her mother never understand and only demand her. She goes and 
crying, then sit down in some place. Suddenly a man come to her and 
advises Eiko. But Eiko is getting angry because Eiko does not know him 
but he advise Eiko without knowing her problems. Then with her 
annoyance saying that she wants to disappear from this world, and tell 
him to go away. Since it is too late, Eiko decided to go home. 
The next day at school when the teacher is taking attendance, she 
did not see Eiko enter the class and think that Eiko do not go to school. 
When Eiko in the house her mother cannot see Eiko also, and think that 
Eiko has gone out of the house and disappear. Everyone cannot see her, at 
 
 
first Eiko very pleased with her condition because she can be free to do 
anything, but the longer she felt her life fells flat. Eiko also see how her 
mother very sad to lose her. One night she returns to the same place and 
regret her words. Suddenly, the man comes back. Eiko then said to him 
she wants to be normal again, but the man could not help anything 
because the real solution to these problems is in Eiko herself. Then a 
stranger man leaves Eiko alone. Finally Eiko comes back to her house 
with her regret and all of her tears. 
 
6. How to Operate Visual Novel 
Invisible Me is a title of Visual Novel. This visual novel tells about 
student‟s life in Japan who depressed by the mother to always get a 
perfect score in the school. To know how the story of Eiko Hanasaki, we 
should to play the game first. Here are going to explain how to operate 
this game. First, open folder Invisible in the computer or laptop that will 
be used to play this game. Then, double click or press Enter to Game.exe 
like the picture below.  
 
 
Picture 2.1 The example how to operate visual novel 
 
 
After clicking the Game.exe, now you will find this picture in your 
screen. 
 
Picture 2.2 The example of main menu in visual novel 
 
This picture is a main page of Invisible Me. There are menu that 
you can choose, if you wants to play the game, click New Game, click 
Continue for continuing the story when you paused the game in the 
middle of the story. Press Shutdown when you will turn off the game. You 
can choose that menu by clicking one of them, or using Enter button, or 
Space button. 
After clicking the New Game, you will find this screen. You can 
read this prolog that explains about background of the main character. 
Press Enter or Space buttons to continue to the next pages. 
 
 
 
Picture 2.3 The example of prolog in visual novel 
 
You can see the conversation between characters in the story like 
in the picture below. 
 
Picture 2.4 The example of dialogue in visual novel 
 
Press Enter or Space buttons to continue the next pages. You will 
find the question to continue the story. You can choose the correct answer 
according to you. Press   button to choose the answer, then 
press Enter or Space button. 
 
 
 
Picture 2.5 The example of branching storyline 
 
The player will find this screen, known as branching path 
storytelling. According to Lebowitz and Klug (2011: 181) defines while 
multiple-ending stories only allow the player to choose the game‟s 
ending, branching path stories insert multiple decision points throughout 
the story, allowing the player to make a series of choices as he or she 
progresses through the game. Here you can choose storyline based on the 
choices. If your answer does not fit with the story, then the story will end 
up with the following picture. 
 
Picture 2.6 game over screen 
 
 
 
But if the answer is suitable with the story, the story will be 
continued through the next questions. 
 
Picture 2.7 The example of branching storytelling 
 
The next steps are same to answering the question. There is a 
branching path storytelling. You can choose the storylines based on the 
choices. If the answer is appropriate with storyline, then the story will be 
continued through the end. 
 
Picture 2.8 The example of branching story line 
 
You will find this screen if you can finish the game. Ending of this 
story is when Eiko back to her house with all of her tears and her regret. 
 
 
 
Picture 2.9 The ending of Invisible Me 
 
C. Review on Recount text 
The researcher use recount text as a materials to teach the students. 
Here, the researcher choose recount text because the media that is used tells 
about someone experiences, it means that the story include to recount text. To 
get better understanding in recount text, the researcher would like to propose 
the definition of recount text by some expert. According to Warner (2009: 25) 
propose that recount tells the reader about something that has happened. It 
can be a story (fictional) recount and factual recount. The form of recount 
depends on the case that will be explained, fictional recount can be someone 
experience, while factual recount can be an event in the past that will be 
reported.  Another expert, Blake Education (2006: 4) stated that recount 
describes an event that has occurred in the past, so is always written in the 
past tense. From the explanation above, it means that recount is a genre of the 
text that tells about a case or incident in the past. Recount can be explaining 
about someone experience, or about report of some event. The purpose of 
recount stated by Blake Education (2006: 4), they explain that a recount 
 
 
reconstructs past events in the time order in which they occurred. Some 
recounts assess the significance, others respond emotively while others 
critically assess different aspects of events. The other social function of 
recount is to retell past event. To inform the reader about what was happened 
to the writer with series of event. The event that was happened in the past will 
be explained in written form. 
1. Generic Structure of Recount Text 
In recount text have some stages to build sequence story well 
organized. According to Warner (2009: 25) recount divided into three 
part; 1.) Orientation (beginning): the first part tells the reader who the 
recount is about, where it happened and when it happened. In the 
orientation generally explain about the identification of characters, 
situation, and problems; 2.) Events (middle): in this part the writer tells 
the reader about the important events in the order that they happened. 
The events explained sequentially to make better understanding when 
reading the text; 3.) Conclusion or Re-orientation (end): at the end of the 
recount the writer comments about the events and also some conclusion 
2. Language Features of Recount Text 
According to Blake Education (2006: 6) stated several language 
features in recount text, they are: 1.) proper noun and pronouns; 2.) larger 
and more complex noun groups build up descriptions; 3.) word families 
are used to build topic information; 4.) varied action verb are used to 
build word chains; 5.) descriptive words add details about who, what, 
when, where, and how; 6.) adverb and adverbial phrase sequence events 
 
 
in time and indicate place; 7.) technical and abstract language are used to 
add credence to the texts; 8.) texts are written in the past tense to retell 
past events; 9.) conjunction to combine clause and connectives to 
sequence events are used; 10.) Significant events are included and 
irrelevant details are excluded; 11.) Quoted and reported speech are used; 
12.) Evaluative language is used in factual and personal recounts; 13.) 
Sentences should be structured with the focus on the important 
information at the beginning; 14.) The passive voice is used at times to 
allow the writer to leave out the person doing the action. 
3. Types of Recount Text 
There are some types of recount text. Blake Education (2006: 4) 
proposed several types of recount text. Recount text divided into five 
types, they are: 
a.) Personal recount: Retells an activity that the writer or speaker has 
experienced. Here the writer generally shares their interesting 
experience in daily life. The writer show their feeling and reaction as 
they do in the story. For example, family holiday, your opinion about 
something. 
b.) Factual recount: documents a series of events sequentially and 
evaluates their significance. Factual recount are used to record an 
event for scientific or official purposes. Here the writer should write a 
recount as accurately as possible. For example, a recount of science 
experiment. 
 
 
c.) Literary or story recount: are placed in a realistic context. Retells a 
series of events with a character. Here the character of the story is 
dominates to strengthen the story. the example of literary recount are: 
short stories, television program. 
d.) Procedural recounts: record in an oral or written form, the sequential 
steps needed to achieve a result. Procedural recount generally use 
diagrams or other pictures followed by a description. For example, 
telling someone how to use something or how to build something. 
e.) Critical recounts: looks at an issue and comments and evaluates 
negative and positive aspects. In critical recount generally criticize 
something that was happened. For example, a recount of construct 
buildings in the water catchment areas. Here the recount can be 
explains about what the positive and negative effect about it. 
 
D. Three Phases Techniques 
Three phase techniques is one of language teaching method. Three 
phase techniques included to cooperative language learning method. There 
is an expert proposed their opinion about three phase techniques. 
According to Richardson and Morgan (1994) (in Urquhart & Frazee, 2012: 
11) developed a simple three-phase framework for content reading 
instruction known as PAR, which stands for: 
1. Preparation; before reading, teachers motivate students by arousing 
their curiosity and need to know. In this phase, teachers should 
 
 
anticipate text problems and consider students‟ background 
knowledge. 
2. Assistance; during reading, teachers help students make 
connections and monitor their understanding. In this phase, 
teachers should select strategies that will guide students as they 
read and maintain their motivation to read. 
3. Reflection; after reading, teachers encourage students to reflect on 
the key concepts and ideas they read about. In this phase, teachers 
should provide students with thinking, talking, and writing 
opportunities in order to fully understand the material they are 
learning. 
The PAR approach suggests that teachers incorporate learning 
activities at each stage and explain to students why each activity is 
essential for reading comprehension. It means that each step cannot be 
separated or omitted because every step is important each other to support 
a successfully learning process. The researcher should integrate three steps 
to make the students clearly understand about the lesson. The researcher 
also is able to take supporting media that is appropriate to teach the 
students.  
In this research, the researcher uses three phase technique as a method 
to teach the students in learning process. Three phase technique is an 
appropriate method to teach the students using media in reading class. 
Here, the researcher will divide three main activities in teaching learning 
 
 
process. First, in the preparation or before reading the researcher prepare 
the students to follow the lesson. The researcher also explains about the 
materials to the students before move to the next activity. When during 
reading or assistance, the researcher will ask the students to play the game. 
In this phase the students should comprehend what the story tells about. 
For the reflection or after reading, the students will do some exercise relate 
with the story. The aim is to observe how far the students comprehend the 
material. 
 
E. Rationale 
Reading is an important skill and should be mastered by all of the 
people. The students need reading a lot to increase their knowledge. In 
learning reading, there are some problems faced by the students. Based on the 
observation, the researcher finds some problem that is faced by the students 
in reading skill. Most of the students have difficulties in identifying detailed 
information, understanding the meaning of some words, and pronouncing the 
word correctly. This problem appears because of the teacher never asked 
them to translate the text by their self. They only listen to the teacher whom 
translates all of the text. The teacher did not give a chance to translate the 
word by them self and asked them to read loudly. Hence the students cannot 
remembering vocabulary and pronounce English well. 
Mrs. Widayati is a teacher of eighth class in SMP N 1 Wonoboyo. She 
said that most of the students do not like reading activity. They feel bored 
with this activity and need the other variation to make them enjoy and 
 
 
pleasing to study. This problem appears because of the teacher only uses LKS 
or textbook as a reference in teaching learning process. 
In order to solve the problem, the teacher should implement an 
attractive teaching. The researcher proposes to use visual novel as a media 
that students can learn or read the text in the game. From this game, the 
students can build their motivation and increase their interest to study, 
particularly in improve their reading ability. The main goal of teaching 
reading using visual novel is to help the students develop their reading skill 
and their comprehension. Therefore, it can be assumed that visual novel can 
improve students‟ reading ability. 
 
F. Hypothesis  
Video games are electronic games that can be played by all ages. Many 
experts have been proposed their theory about the definition of video games. 
Based on the assumption above, the hypothesis can be formulated as follows: 
visual novel can improve reading ability of the eighth grade students of SMP 
N 1 Wonoboyo in academic year 2016/2017. 
 
G. Previous Study 
The researcher presents previous study dealing with the topic of this 
research. The first title is “Improving Students‟ Reading Comprehension on 
Descriptive Text by Using Visual Novel (A Classroom Action Research at 
Seventh Grade Students of SMP Negeri 2 Wonogiri in Academic Year 
2011/2012)”, written by Na‟imah Kusuma Asri from Teacher Training and 
 
 
Education Faculty of IAIN Surakarta. The subject of the study was the 
students of SMP Negeri 2 Wonogiri at Seventh grade in the academic year of 
2011/2012.  
The researcher said that, the objective of this study is to describe the 
implementation of teaching reading focused on descriptive text by using 
visual novel. The other aim is to know the students‟ performance and the 
students‟ response to application in reading comprehension focused on 
descriptive text. The students consist of 25 students, it was shown from the 
mean score of pre-test 58,88. There are 16 students who got score under 
minimum standard. In cycle 1 there is an improvement in the students‟ mean 
score. The students‟ mean score in cycle 1 is 74,4. In cycle 2, the students‟ 
mean score is higher than cycle 1. It is 80,96. Moreover all the students can 
pass the test. 
The second previous research is the thesis entitled “Improving 
Students‟ Reading Ability through Student Teams Achievement Divisions 
(STAD) (A Classroom Action Research at the Seventh Grade Students of 
SMP Negeri 5 Surakarta in the Academic Year of 2012/2013), written by 
Santi Wulandari from Teacher Training and Education Faculty of Sebelas 
Maret University. The subject of the study was the students of SMP Negeri 5 
Surakarta in the academic year of 2012/2013. The result of this research is 
there were some improvements and developments in some areas or aaspects. 
Both the students‟ reading ability and the condition of the class in learning 
process got progress. It can be proved based on the score of the tests done by 
the students increased. From the pre-test the mean score was 57,50. The post-
 
 
test 1 the mean score of the students 67,50 and it increased to 80,16 at the 
post-test 2. In summary, the use of STAD can improve the students‟ reading 
ability of class VII C of SMP N 5 Surakarta. The students could state the 
main idea, identifying vocabulary, determining the purpose of the text, 
identifying the detail information, and finding the reference. 
From two previous studies above, there are similarities and 
differences. The similarities are the research focus on reading ability. 
Meanwhile, the differences between the first and second previous study is 
about the method that they used to improve students‟ reading ability. The first 
previous study uses visual novel in teaching reading, and the second previous 
study uses STAD. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
CHAPTER III 
RESEARCH METHODOLOGY 
 
A. Research Method 
The method that is used in this research is classroom action research. 
Basrowi and Suwandi (2008:28) proposed that Classroom Action Research is 
action research in education sector what do in class area and have the goal to 
repair and or to increase the learning quality. While Pine (2009: 30) defines 
that action research is a process of concurrently inquiring about problems and 
taking action to solve them. It is a sustained, intentional, recursive and 
dynamic process of inquiry in which the teacher takes an action purposefully 
and ethically in specific a classroom to improve teaching or learning, 
According to Sanjaya (2010: 24-25), classroom action research is 
study about social situation; it means to improve action quality through 
diagnosis process, planning doing, observation and learn about the influence 
that is affected. The other theory explained by Frost (in Costello, 2003: 4), 
action research is a process of systematic reflection, enquiry and action 
carried out by individuals about their own professional practice. 
Besides, Burns (2010: 2) defines that action reserach is part of broad 
movement that has been going on in education generally for some time. AR 
involves taking a self-reflective, critical, and systematic approach to 
exploring your own teaching contexts. Here the researchers should teach the 
 
 
students with their own method to find the answer of a problem. The purpose 
of action research is to identify problematic situation that is happen in the 
schools.  
From some definition above, it can be concluded that classroom action 
research is a research conducted by the researcher as an agent to overcome 
the problem that is faced in the classroom with their-own method.  
In this research, the researcher conducted classroom action research 
aimed to solve the student‟s problem in reading by means of improving the 
students reading ability. This action research is carried out by the researcher 
in the eighth grade students of SMP N 1 Wonoboyo by using visual novel in 
classroom action research.  
B. Setting of The Study 
The researcher conducts the classroom action research at SMP N 1 
Wonoboyo Temanggung. This setting is located in Jln. Rejosari Wonoboyo 
Temanggung. This school is located not far from the sub district office and 
traditional market. 
 In SMP N 1 Wonoboyo, there are three grades of classes. They are 
seventh grade, eighth grade, and ninth grade, each grade consist of four 
classes. Each class consists of 30 students. SMP N 1 Wonoboyo have enough 
facilities to support teaching learning process, particularly in action research 
because some class already use LCD. In this school have a Language 
Laboratory too, that is supported with computer to the students. Hence, the 
researcher can observe in this school easily.  
 
 
The instructional process that is used in the SMP N 1 Wonoboyo is 
KTSP (Education Level Unit Curriculum) as the basics of teaching learning 
process. The instructional process is carried out from Monday to Saturday, 
from 07.00 – 13.00 except on Friday and Saturday. On Friday start from 
07.00 to 11.00, and Saturday have done at 12.00.   
 
C. Subject of the Study 
 The subject of this research is the eighth grade students of SMP N 1 
Wonoboyo. The eighth grade is divided into four classes. They are class VIII 
A up to VIII D. The researcher chooses class VIII A that consists of 30 
students. The researcher chooses class VIII A in order to make easy to 
coordination with the teacher, because here the English teacher is a 
homeroom of this class. The teacher said that there is no superior class in this 
school because each class has the same competence. 
 
D. Procedure of the Research 
 In this action research, the researcher conduct cycle process in 
teaching reading, which is each cycle consist of four stages, they are: 
planning, acting, observing, and reflecting. The model can be described as 
follows:  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Picture 3.1 Cyclical processes of action research models 
based on Kemmis & Mc. Taggart in Burns (1999: 32) 
 
 To start a classroom action research project, the researcher needs to 
decide in a problem. In this research, the problem refers to the students 
reading ability that still low. According to Kemmis and Mc Taggart (in Burns 
2010: 7-8), AR typically involves four broad phases in a cycle of research. 
The first cycle may become a continuing, or iterative, spiral of cycle which 
recur until the action researcher has achieved a satisfactory outcome and feels 
it is time to stop. 
1. Planning  
 Kemmis & Mc Taggart (in Burns, 2010: 8) stated that in this 
phase you identify a problem or issue and develop a plan of action in 
order to bring about improvements in a specific area of the research 
Action & 
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context. The researcher identifies the problem before planning action. 
The problem refers to the students‟ problem in reading ability. The 
researcher prepares the instrument that is needed to implement media 
visual novel in teaching learning process. The instrument that should be 
prepared by the researcher those are: 
a. Lesson plan and designing the step in doing action 
b. Lesson materials to teach the students 
c. Game visual novel Invisible Me 
d. Sheet for classroom observation to know the situation of teaching 
and learning process when the method is applied 
e. Prepare test 
 
2. Implementing the Action 
 Kemmis & Mc Taggart (in Burns, 2010: 8) proposed that the 
plan is carefully considered one which involves some deliberate 
interventions into your teaching situations that you put into action over an 
agreed period of time. The teacher implements the teaching learning 
process of reading activity by applying Visual Novel. In the research 
action, the researcher arranges general plan as follow: 
a. Pre-reading phase or pre-game phase 
 The aim of this activity is to introduce the students about 
method that is used in learning process. The researcher also introduces 
what media that is used. Here the researcher introduces first about 
media visual novel entitled Invisible Me. The students will be taught 
 
 
how to use and operate Invisible Me on reading. Before move to the 
next step, the researcher explains to the students about the material. 
b. During game phase 
 In this step, the students play the game. Here the researcher 
guides students if they face some difficulties to play the game. Not 
only finish the game, but also the students should analyze the story 
and the dialogue on game Invisible Me. To understand and 
comprehend the story on the game, the students should know every 
meaning of the text. Hence, the students can comprehend the story and 
operate the game correctly. This phase can stimulate their brain to 
think creatively to finish the game and automatically improve their 
reading ability. 
c. Post-game phase 
 In this phase, the students are going to describe what they get 
from the game. The researcher gives some exercise to measure how 
far the students comprehend the lesson from the game. Therefore, the 
teacher knows her/his student‟s comprehension to catch the materials. 
 
3. Observing the Action 
 Observation is one of the instruments that is used to collecting data. 
According to Kemmis & Taggart (in Burns, 2010: 8), this phase involves 
you in observing systematically the effects of the action and documenting 
the context, actions and opinions of those involved. In this research, the 
real teacher is Mrs. Widawati as a collaborator observes the researcher as a 
 
 
teacher. The teacher as a collaborator observes all the activities of the 
students and teacher in the class while technique of teaching reading by 
using Invisible Me is being carried out. This case have the purpose to 
correct and give some suggestion if the researcher as a teacher has some 
mistakes when teach the students, and make a note to each students 
whether they pay attention to the teacher or not. In observing the class, a 
collaborator has to know how to operate visual novel, in order that visual 
novel will always be used as a media in learning process.  
  
4. Reflecting the Result of the Observing 
 According to Kemmis & McTaggart (in Burns, 2010: 8), you 
reflect on, evaluate and describe the effect of the action in order to make 
sense of what has happened and to understand the issue you have explored 
more clearly. The researcher makes an evaluation on all that have 
observed to find the weaknesses and the strengths of teaching activities 
already carried out. Besides, the researcher observes the students‟ progress 
during the teaching learning process.  
 
E. Technique of Collecting the Data 
 In the classroom action research, the researcher collects the data 
using qualitative and quantitative method. The techniques to collecting data 
are represented in the following section. 
 
 
 
 
1. Qualitative  
 To collect the data of qualitative, the researcher should do some 
phases. The data collection including: interview, observation, 
questionnaire, and documentation.  
a. Interview 
 The way to collecting data of pre-research is interview. The 
researcher makes an interview in order to know what problems that 
the teacher and students faced in reading lesson. The researcher does 
the interview to the teacher to investigate the students reading 
comprehension before implementing the media. Hence, the researcher 
understands the students‟ problem in detail. Burns (2010: 74) states 
that interviews are a classic way in research to conduct a conversation 
that explores your focus area. While Burgess (in Burns, 2010: 74), has 
described interviews as “conversation with a purpose”. The types of 
interview that is used in action research are: 
1) Structured Interviews 
Structured interview is an interview that the interviewer arranges 
all the questions that will be asked to interviewee. According to 
Burns (2010: 75), these are the most controlled kinds of 
conversations, where the researcher wants to get the same specific 
information from each person. Therefore, the interviewer will ask 
the questions that they are written before. 
2) Guided, or Semi-structured Interviews 
 
 
This interview is an interview that the interviewer arranges the 
main questions that they will ask, and then they develop specific 
questions when they do the interview. According to Burns (2010: 
75), these types of interviews are still structured and organized but 
also more open. Usually you have a set of topics in mind that you 
want to explore and you may also have developed some specific 
questions, but you will allow for some flexibility according to how 
the interviewee responds. 
3) Open Interviews 
This types of interview is an interview that no preparations before. 
The interviewer asking some questions spontaneously when they 
do the interview, without arranges the questions. According to 
Burns (2010: 75), a third type of interview is an open one where 
there are no pre-planned questions.  
In this research, the researcher use semi-structured interview. 
The researcher makes a schedule to do the interview first, and then 
arranges the main questions. The researcher do the interview with the 
teacher to know the problem that is faced when teaching learning 
process occur, particularly in reading activity. 
 
b. Observation  
 The researcher does an observation dealing with the real 
situation of the teaching and learning process. The observation is done 
before implementing visual novel or before treatment. Tilstone   
 
 
(1998: 32) proposed that observation is a process which at a basic 
level is concerned with watching or at a more advanced level, 
systematically investigating. Here, the researcher observes all the 
activities of teaching learning process in the class. 
 
c. Questionnaire  
 According to Sugiyono (2011: 142) said that it is a technique of 
collecting the data which is done by giving some written question to 
the respondents. While Dornyei (in Burns, 2010: 81) notes that 
questionnaires can get you three types of information: factual or 
demographic (who the interviewees are and their 
background/experiences); behavioral (what they do, or did in the 
past); attitudinal (attitudes, opinions, beliefs, interests and values). 
The questionnaire given to the students in order to know the response 
of the students about the media that is used. The researcher could 
identify the students‟ problems, feeling, and their expectation about 
the media personally. This questionnaire will be given by the 
researcher as a teacher to the students about the way teacher 
implements the technique, the benefits that they get, what is the 
problem that they faced, and the equipment that is used. The 
questionnaire is given to the students in the pre-research before 
treatment and after treatment. 
 In this research, the type of questionnaires that is used is open-
ended item. According to Burns (2010: 85), these are items that look 
 
 
for a free-form response. The researcher provide a set of answer and 
ask the respondent to give their reason why choose those answer. 
 
d. Documentation 
 The documentation is collected to give the evidence from the 
observation, that is: lesson plan, reading materials, syllabus, exercise, 
student‟s product, and photographs. 
 
2. Quantitative 
 Burns (2010: 118) defines that quantitative data analysis means 
presenting your data in numerical form. The quantitative data is collected 
using reading test. Reading test is giving in two phase, in the beginning 
before using Invisible Me as a media in teaching learning process, and in 
the end of each cycle. 
 
F. Data Analysis Technique 
The aim of this research is to find out whether visual novel can 
improve students ability or not. There are pre-test and post-test, these tests are 
used to measure the student‟s progress in mastering reading skill. Data 
analysis could be done from viewing the result of the data collection. In this 
research, the data collected are qualitative and quantitative data. 
1. Qualitative data 
 The qualitative data can be taken in teaching learning process in 
reading. The data can be analyzed by investigating the data collection 
 
 
during the observation. The data are: interview report, questionnaire, and 
photograph in teaching reading. After analyzing the data, the researcher 
can find whether any problems in teaching reading using visual novel as a 
media or not. 
McKiernan in Burns (1999: 156-160) classify five steps in analyzing data. 
There are: 
a. Assembling Data 
 Assembling is a process to collect the data: field notes, 
interview, questionnaire, etc. In this step, the data that is collected will 
be reviewed to look for broad patterns, ideas or trends that seem to 
answer the question. Here the researcher is going to do some activity 
to collect the data. The first step is collecting data interview to the 
teacher. After that the researcher is going to take questionnaire to the 
students, in order to know what their opinion and what they feel 
during English learning process. The questionnaire is given in the pre-
research and after research, or before treatment and after treatment. 
For field note, the researcher takes a note about English learning 
process in pre research. The questionnaire and field note taken when 
pre research, so that the researcher know what the problem faced by 
the students and what should the researcher do to overcome the 
problem. Field note also is taken when the research occur. In this field 
note, the collaborator helps the researcher to observe the situation and 
make a note in learning process. 
 
 
 
b. Coding the data 
In this process, the data is described into more specific. After that the 
data identified and sorted which data sources can code quantitatively 
or qualitatively. When coding the data, the data is sorted and identify 
which data is qualitative or quantitative. The supporting qualitative 
data collected to be analyzed. Here the researcher can describe the 
qualitative data to know the process and result of research. Data 
qualitative commonly in sentences form, but for data quantitative 
relate with number. For quantitative data, the researcher can calculate 
to know the result of a research. 
c. Comparing the data 
Comparison is made to see whether themes or patterns are repeated or 
developed across different data gathering techniques. The main aim at 
this step is to describe and display the data and to interpret or explain 
them. In this case, the researcher is going to compare the qualitative 
data and quantitative data. The aim is to know whether both of the 
data is same or not. This also to know how is the result of both data. 
Whether the data valid or not 
d. Building interpretations 
This point is the researcher moves beyond describing, categorizing, 
coding, and comparing to make some sense of the meaning of data. 
The researcher should know that every data have an implicit 
meanings. In this step, the researcher analyzed all of the data. After 
 
 
that the researcher makes a conclusion for the result of these data. The 
researcher also makes a summary for the result of data.  
e. Reporting the outcomes 
This step involves presenting the research for others. For the last step, 
the researcher describes all of the data in detail. This aim is to know 
whether the treatment is successful or not. 
 
2. Quantitative Data 
 From the result of reading test, the researcher can measure how 
far the students comprehend the material.  
a. Measuring the students individual ability 
 
      
∑            
∑      
x 100% 
 
After getting the score with that formula, the researcher give 
the score with five alphabetic score, like A, B, C, D, E, to classify 
grade of students score level as follows: 
The precentages of correct answer grade: 
81 - 100%    A: Excellent 
61 - 80%     B: Good 
41 - 60%    C: Fair 
21 - 40%    D: Less 
  0 - 20%     E: Poor 
 
 
 
b. The formula is stated by Ary et all (1979: 120). The mean of the pre-
test and post-test can be calculated with the formulas as follows: 
X =  
∑ 
 
 
ȳ = 
∑ 
 
 
Notes:  
X : means of pre-test scores 
Y  : means of post-test scores 
N : the number of samples 
 
 
 
 
 
 
 
 
 
 
 
 
CHAPTER IV 
RESEARCH FINDINGS AND DISCUSSION 
 
A. Focus of Action Research 
In fourth chapter the researcher is going to describe the result of a 
research in eighth grade students of SMP N 1 Wonoboyo. This chapter 
presents an analysis and discussion of the research. This research was 
conducted by using classroom action research consisting of two cycles. The 
aim of this research is to improve students‟ reading ability by using visual 
novel. There are two problem statements from this research, those are how 
the implementation of teaching reading using visual novel, and how is the 
improvement students‟ reading ability using visual novel.  
 
B. Identifying Problem 
This research was conducted using classroom action research which 
consisted of two cycles, cycle I and cycle II. Before conducting cycle I, the 
researcher did preliminary research (pre-research). The aim of pre-research is 
to identify the problems faced in teaching learning process. The researcher 
focused on identification of students‟ ability in reading before given 
treatment. Therefore, the researcher was able to comprehend and made 
consideration on what should the researcher did to solve the problem in the 
class.  
 
 
Pre-research was held in 8A class of SMP N 1 Wonoboyo on Saturday, 
August 20
th
 2016. The researcher observed in the class and did some activity 
those are: observing teaching learning process in classroom, giving 
questionnaire and pre-test to the students. The researcher got some 
information while interviewing the teacher. The teacher said that she never 
used media in teaching learning process. The teacher only used studentbookas 
a material to teach the students.The teacher also said that each class have the 
same ability in learning English. Hence, there is no superior class in this 
school. 
The researcher also observed teaching learning process in the 
classroom. From the observation above, the researcher found some problems 
obtained during English lesson. The situation in learning process, the teacher 
was more active than the students. The materials given by the teacher was 
from student book. She never used the other source to teach the students. 
Sometimes, the teacher acted play fully to make the students interested 
although most of them feel bored with the lesson. Some of the students seem 
did not pay attention to the teacher. It proved from their opinion in the 
questionnaire 
The other data obtained from questionnaire that was given to the 
students. In questionnaire, there were ten questions that should be answered 
by the students. The data could be taken from questionnaire that some 
students did not like English lesson, because English was the difficult lesson. 
They had difficulties to study English. The same problem faced by the 
students was about translating the meaning of words and pronouncing 
 
 
English. In the questionnaire, some of them argue that they like the teacher‟s 
method to teach them although the teacher never used media in learning 
activity. The other information from questionnaire was about using media in 
teaching learning process. Most of the students agreedthat using media was 
an appropriate method in learning process, so the students were able to 
comprehend the material easily. Some of them argue that using game as a 
media in learning process could break their concentration. 
The researcher gave a pre-test to evaluate the students‟ ability in 
reading. This pre-test consisted of 25 choices question, material of the 
questions were about recount text, jumbled sentences, and cloze passage. 
Based on the result of pre-test, it could be concluded that the students‟ ability 
in reading was low score. The mean of students‟ score was 47,5, the highest 
score was 84 and lowest score was 20.The result of pre-test could be seen in 
the following table. 
 
Table 4.1 Students Pre Test Score 
NUMBER OF 
STUDENT 
PRE-TEST 
SCORE 
ALPHABETIC 
SCORE 
1 76 B 
2 60 C 
3 28 D 
4 64 B 
5 60 C 
6 36 D 
7 48 C 
8 32 D 
9 36 D 
10 56 C 
11 80 B 
12 64 B 
13 24 D 
14 76 B 
15 32 D 
 
 
 
 
 
Based on the result of pre-test, the students need more comprehension 
to mastering the material. From the data of questionnaire, most of them did 
not like English lesson because English was the difficult lesson to understand. 
Majority problem faced by the students was about their understanding the 
text. They need high concentration to comprehend the text. This problem 
occurred because their English vocabulary was less, so that they did not 
understand the meaning of a text. Automatically they did not comprehend the 
text enough. 
 
 
 
16 32 D 
17 32 D 
18 72 B 
19 84 A 
20 56 C 
21 52 C 
22 24 D 
23 28 D 
24 32 D 
25 20 E 
26 72 B 
27 24 D 
28 44 C 
29 28 D 
30 76 B 
31 32 D 
32 40 D 
Total 1520  
Mean 47,5 
Maximum 84 
Minimum 20 
 
 
C. Research Implementation 
The researcher implemented action research using visual novel entitled 
Invisible Me as a media to teach the students. In this research, researcher 
conducted the action research into two cycles. Each cycle included several 
meetings. The researcher divided first cycle into three meetings. It was 
conducted on September 3
rd
2016, September     2016, and September 
10
th
2016. The second cycle was conducted on September      2016, 
September      2016, and September      2016. The researcher used recount 
text as a topic to teach reading in cycle 1 and cycle 2. The implementation of 
teaching reading using visual novel Invisible Me was divided into two cycle. 
Each cycle in this action research consisted of planning, action, observation, 
and reflection. Each cycle described in the following part. 
1. Cycle 1 
a. Planning  
In planning section, the researcher prepared everything needed 
and related to the action. After the researcher found the students‟ 
problems in reading skill, then the researcher thought to use some 
media to make a great learning process. The researcher chose visual 
novel as a media in this learning. The researcher argued that visual 
novel was an appropriate media to teach a teenager. Hence, this 
media was expected could facilitate the students in comprehending 
the material. 
 The researcher made a lesson plan based on the curriculum used 
in the school. SMP N 1 Wonoboyo still uses KTSP as a basic of 
 
 
learning process. The topic was about recount text. Here, the 
researcher arranged three meetings in cycle 1. The researcher used 
procedure of the game combined with three phase technique method 
to conduct the lesson. This procedure was divided into three steps. 
The first one was pre-reading or pre-game phase; here the students 
were introduced about the media visual novel that would be used in 
learning process. The students would be explained in detail about 
how to operate visual novel.In this step, the students also would be 
explained about the material by the teacher before they began to read 
the story on the game. The next step was during reading or during 
game phase, in this step the students were asked to play the game, 
comprehend the storyline of the game also, and analyze content of the 
game. The last step was post-game phase or post reading, here the 
students would be asked how far they comprehend the story, and 
what they get when they played the game. The students also would do 
some exercise to measure their understanding about the game story.  
The researcher also plans test for the students. The researcher 
gives reading test to the students in the last meeting of each cycle. 
This aim is to evaluate the students‟ ability in reading. The researcher 
arrange test to the students. The test consisted of 25 multiple choices; 
the material of the questions is about recount text, jumbled sentences, 
and cloze passage. 
 
 
 
 
b. Action  
1.) First Meeting 
The meeting was conducted on September,     2016 at 
08.20 - 09.40 am. It was conducted in class VIIIA of SMP N 1 
Wonoboyo with the topic was recount text. The lesson started 
when the teacher and the researcher came into classroom. The 
teacher greeted the students, after that the teacher introduced the 
researcher to the students.Then the researcher introduced herself 
to the students. Next, the researcher invited the students‟ name 
one by one to identify the students. The researcher informed to 
the students that for this learning activity they would use visual 
novel as a media. In the pre-reading or pre-game, the researcher 
introduced the media that would be used in this lesson. The 
researcher also explained the role and how to play the game. The 
game tells about a teenage girl who life in Japan. She lives with 
her mother who always forces her to get the best score in her 
school. To know the story of game, the students should play the 
game through finish. The students should answer some question 
of the game to continue the story, known as branching storyline. 
If the students gave right answer, they could continue the story. If 
the students gave wrong answer, it means that the game was over 
and they should start the game from the beginning. 
During game phase, the teacher asked the students to play 
the game. Meanwhile they were playing the game, the teacher 
 
 
walked around to check the students if some of them got 
difficulties to play the game. The teacher also offered the students 
to read the dialogue loudly. There were no students who wanted 
to raise their hand because they were not confidence to do it. 
Then the teacher invited the students one by one to check the 
students‟ pronunciation in English with read a dialogue in the 
game.The teacher would help to correct their pronunciation if it 
was wrong. Besides check their pronunciation, the teacher also 
asked them to translate the dialogue into Indonesian language. 
The teacher asked them to make a note of unknown words in their 
book. 
For post-game phase, the teacher asked the students to 
discuss about the story of Invisible Me together. The teacher gave 
some question to the students to measure how far the students 
comprehend the story of Invisible Me. After the students clearly 
understand about the story of that game, then the teacher closed 
the learning process that day. 
 
2.) Second Meeting 
The second meeting was conducted on September,     
2016. The researcher as a teacher opened the class at 08.20 by 
greeted the students. The researcher told to the students when we 
had the same material in learning process, about recount text. We 
still used visual novel entitled Invisible Me as a media. After 
 
 
greeted the students, the researcher reminded the students about 
the story of Invisible Me. The researcher gave some question to 
the students related to the game story of Invisible Me. This aimed 
to remind the studentsand measure that they remembered the 
story. 
In pre reading, the researcher explained recount text 
material in detail. A kind of material explained by the researcher 
was about definition of recount, the aim of recount, types of 
recount, generics structure and language features of recount. 
During the game phase, the students played the game Invisible Me 
to make them clearly understand about the story. After that the 
researcher and the students classified generic structure story of 
the game together. We discussed together to make the students 
comprehending the story. The researcher asked the students 
whether the students understand about the material or not. 
In post reading, the researcher gave some questions that 
should be answered by the students. There were five questions 
related to the game story. The students did an exercise in a piece 
of paper. For the last activity, we check their exercise together. 
Before closed the lesson, the researcher asked the students to 
prepare make a paragraph about recount text related to their own 
experiences for the next meeting. And the researcher also 
informed to the students that next meeting we would had post-test 
 
 
1. Therefore, the researcher asked them to prepare and study hard. 
Finally, the researcher closed the lesson that day. 
 
3.) Third Meeting 
The third meeting was held on Tuesday, September 10
th
 
2016. Teaching learning process started at 08.20 am. In this 
meeting would be held the first post-test. Before the students 
conducted post test 1, the teacher gave the review about recount 
text. Then the teacher asked the students to makeparagraph of 
recount text. As a teacher informed in the previous meeting, the 
students should prepare to make framework from their home. 
Hence, they could write the story in the school, but they have any 
limited time so theydid not finish the exercise. After that, the 
teacher gave them post-test 1. The mean of first post-test was 
59,75. 
 
c. Observation 
1.) First Meeting 
In the first meeting, the researcher introduced the activity of 
teaching learning English with media visual novel. They were 
very enthusiastic and interested when they were informed to uses 
a game as a media in teaching learning process. The class 
situation was noisy for a moment. The students wanted to play the 
 
 
game immediately although they did not know about the game. 
They feel it was a new experience that they never know before.  
The students got difficulties to play the game for the first 
time. They seem confused because they did not understand 
clearly what they should do. They found many unfamiliar 
vocabularies when they play the game. Therefore, they repeatedly 
open the dictionary to find the meaning. In the question of 
branching storyline, some of them answered the question 
incorrectly because they did not understand the storyline very 
well. 
The students were ashamed and did not be brave when the 
teacher asked one of them to read the dialogue loudly. No one 
student raised their hand, they just kept silent. When the 
researcher asked them to read the dialogue one by one, apparently 
their pronunciation were bad. This problem could make the 
students did not confidence because they were afraid to make a 
mistake. They did not have braveness to do it. Hence, they 
become passive students. When the researcher asked to translate 
the dialogue, the students had difficulties to do it. They needed to 
be helped more from the researcher to translate the dialogue 
In post-game phase, the teacher asked the students to 
discuss the material together. In this activity, they answered the 
teacher‟s question together. 
 
 
 
2.) Second Meeting 
In implementing second meeting, the students paid 
attention to the researcher‟s explanation about recount text 
material. A kind of material explained by the researcher was 
about definition of recount, the aim of recount, types of recount, 
generics structure and language features of recount. Some 
students answered the teacher‟s question when the teacher asking 
some question related to the material, although most of them were 
passive. Here, female students were more active than male 
students. There were several male students that became an active, 
while other just followed the instruction. 
The students started feel bored when they played the game. 
This caused they found many vocabularies that they did not know 
the meaning, and the dialogue was too long. Automatically, they 
difficult to comprehend the story and made them feel bored. The 
problem faced by the students on that game was about many 
unknown vocabularies. Hence, the students got the difficulties to 
comprehend the story. It made the class noisy because they 
cheated each other, asked to their friend. 
After played the game, the teacher asked them to answer 
the question in a piece of paper. When the students did an 
exercise, the condition was quite. They focused to finish an 
exercise. There were several students who still cheated each 
 
 
other. The teacher came to that student who still cheated, and 
asked them to finish their exercise. 
3.) Third Meeting 
In the third meeting the researcher asked the students to 
make a paragraph about their own experience. The condition in 
the class became noisy because they cheated each other. Even 
they did not know the vocabulary in English, they asked to their 
friend. The students wasted time to finish the exercise.Sometimes 
they cheated and walked around the class. It made the class under 
controlled. The time was limited to continue the exercise, so the 
teacher started to give the first post-test. The class condition 
changed to be quite enough because they focused to answer the 
post-test. 
The result of first post-test increased. It was shown from 
the mean of the first post-test was 59,75. It means that the 
implementation of visual novel in teaching reading improved. 
Most of the students‟ score increased, although some students got 
decreased score. The result of first post-test could be seen in the 
following table: 
Table 4.2 Students Post Test 1 Score 
NUMBER OF 
STUDENT 
POST-TEST 1 
SCORE 
ALPHABETIC 
SCORE 
1 76 B 
2 56 C 
3 64 B 
4 44 C 
5 68 B 
6 64 B 
7 60 C 
 
 
8 56 C 
9 60 C 
10 56 C 
11 68 B 
12 60 C 
13 56 C 
14 56 C 
15 56 C 
16 60 C 
17 64 B 
18 68 B 
19 68 B 
20 52 C 
21 60 C 
22 60 C 
23 56 C 
24 60 C 
25 52 C 
26 68 B 
27 48 C 
28 68 B 
29 60 C 
30 56 C 
31 56 C 
32 56 C 
Total 1912  
Mean 59,75 
Maximum 76 
Minimum 44 
 
d. Reflection 
From the result of post-test above, it could be concluded that 
reading ability of the students increased overall. Despite the score of 
some students decreased because of some reasons. The students‟ 
progress in cycle 1 was good enough in comprehending reading 
material. It proved when the teacher gave oral question, some of them 
wanted to speak up to answer the question and their answer was right. 
It means that they had better understanding to comprehend the 
 
 
material, but it just a few students who got better understand. While 
other students just keep silent and passive. 
There was an improvement shown by the students, but there 
were a problems faced in teaching learning process. Most of the 
students were passive, while some students wanted to be active yet. 
Moreover, some of them often cheated to their friend, but they were 
passive in learning process. They didnot work well. The same 
students answer teacher‟s question, sometime they ask to the teacher 
when they do not understand and were confused to finish the game. 
The other problem was about classroom management. In some 
occasion, the students was under controlled. They were cheated each 
other and did not pay attention to the teacher. 
The other problem was from students understanding about the 
story of the game. Most of them still did not comprehend the story in 
detail, because they found many unfamiliar vocabularies on the 
dialogue of story. It made them difficult to comprehend the story. It 
means that they needed to be improved their vocabulary. 
However the class situation, the students‟ comprehension, and 
their vocabulary need to be improved. The teacher should change or 
accomplish the method to overcome this problem. From the 
observation above, it could be summarized that cycle 1 showed 
improvement of students‟ reading skill but it was far for satisfactory 
result. For the better improvement, the writer planned the cycle 2. 
 
 
 
2. Cycle 2 
a. Revised Plan 
According to the result of cycle 1, it could be concluded that 
there were progress of students‟ ability in reading, but it still needed 
to improve. It was found that most of the students were passive. The 
students who were passive in learning process did not follow the 
lesson well. They were ashamed to answer or ask some question to 
the teacher. They were cheated to their friend but did not paid 
attention to the lesson. The same students only want to speak up in 
the class. The cleverer and active students still dominated the class. 
From the result of observation in cycle 1 the researcher wanted 
to solve problem. The researcher continued the learning activity into 
cycle 2. Before doing the action, the researcher planned to revise 
learning process in teaching reading. The researcher planned tomake 
group discussion to the students, the researcher divide the students 
into several group. This aimed to make the students enjoy to study. 
They could share the material together with their group. If they faced 
some difficulties they could solve it together. The students were able 
to discuss the material and played the game in group. The researcher 
argued that this method would beeffective to improve students‟ 
understanding to comprehend the detail information from the text. 
This also could increase their bravery, because the students are more 
confident to did an exercise jointly. Teamwork alsomade them to be 
more cooperativeand increased their solidarity.  
 
 
The researcher also tried to findthe way to revisethe plan for 
second cycle. The revised was about the researcher tried to make the 
class to be more pleasing and interesting with mini-game. So the 
students did not feel bored. This activity also could omit their strain 
in teaching learning process. Hence, they couldbe relax to join the 
class and raised their understanding to the material. Besides, the 
teacher would ask them to play the game and did the exercise in 
group. The teacher also asked the students to discuss the material in 
group. Hence they could share the material with their friend. 
Hopefully this activity could make them to be more active and 
increase their bravery. The researcher also should be more attractive 
to teach the students. Hope that the students become active in the 
class to participate the learning process. 
 
b. Action 
1.) First Meeting 
The first meeting of cycle 2 was held onSeptember 13
th
 
2016. The researcher opened the class by greeting the students. 
Then the researcher informed to the students that we still study 
about recount text. We also still used visual novel as a media in 
this lesson. The teacher asked whether the students still 
remembered the material or not. After that the teacher prepared 
the instrument. 
 
 
In pre-game phase, the researcher reminded the students 
about the material. The researcher reviewed the material on the 
LCD. The researcher also gave an example of recount text in 
LCD. After that the researcher gave some question related to the 
material. It was done to measure the students‟ comprehension 
about the lesson. 
During the reading phase, the researcher asked the students 
to make a small group. Each group consists of five members. 
Every member should be a character on the story. It means the 
students should read some dialogue based on the character loudly. 
It was done in order to check whether they could pronounce 
English better or not. The teacher also asked them to translate it 
into Indonesian. The students should finish the game with their 
team. 
In post-game phase, the researcher gave them mini-game in 
order to refresh the activity. The game was about arranging the 
sentences to be a story. The researcher asked them to stay with 
their group. Then the researcher explained the role of the game. 
Here, the group that could finish the game quickly and correctly 
would be the winner. After that the researcher gave pieces of 
paper that consist of some sentences and blank papers which is 
used to arrange the sentences. After they finished, the researcher 
informed who the winner of this game is. Finally, the researcher 
closed the lesson by leave-taking and saying thank you. 
 
 
2.) Second Meeting 
The second meeting was conducted on September 17
th
 
2016. That day was the last meeting of teaching learning process, 
because for the next meeting the students would have post-test 2. 
The teacher started the lesson by greeting the students. Then the 
teacher remained the students about the main point of recount text 
material. After that the teacher gave a text to the students on the 
LCD. The students should read and comprehend the text. The text 
was about the experience of someone who was given surprise of 
birthday party. For the next, the students should answer some 
questions related to the text. 
During game phase, the teacher asked students to play the 
game in a group. The teacher divided students into several 
groups. A group consists of 5-6 members. The students should 
finish the game with their group.After that the teacher asked them 
to discuss about the story of Invisible Me. It was done to measure 
their comprehension about the story. 
In post-game phase, the teacher asked students to stay with 
their group. The teacher gave an exercise to classify the story 
based on the generic structure. The students should answer the 
exercise in answer sheet that was given by the teacher. After that 
the teacher informed to the students that for the next meeting they 
would have post-test 2. The teacher also gave them homework to 
make a paragraph about their own experience. The task would be 
 
 
submitted in the next meeting. For the last, the teacher closed the 
lesson activity and advised the students to study hard for post-
test2. 
3.) Third Meeting 
The third meeting was conducted on September 20
th
 2016. 
In this meeting the teacher opened the lesson by greeting. After 
that the teacher asked students to submit the task in making a 
paragraph about their own experience. After that the teacher gave 
them the second post-test. The students did post-test 2 carefully. 
The result of post-test 2 was satisfying.The mean of this post-test 
was 86,38. 
 
c. Observation 
1.) First Meeting 
In implementing the first meeting in cycle 2, the students 
paid attention to the teacher‟s explanation. When the teacher 
explained about the material in the LCD, the students was excited 
with the slide. The teacher decorated the slide to make the 
students interested with the lesson. When the teacher gave some 
question to them to remind the material, most of them were still 
remember about that. Only several students who did not know the 
answer. It proved they could answer the teacher‟s questions 
although with the slowly voice. Most of them were ashamed to 
raised their hand and speak up.  
 
 
During the game phase, the teacher asked students to make 
a small group. Here, the students really enthusiastic because they 
could work in team and share each other. When they read the 
dialogue loudly, their pronunciation was good enough. Although 
there were a little mistake that they did. Their pronunciation 
improved than in cycle 1. For translating the word, the students 
were still opened the dictionary for unfamiliar word but not 
almostat the time. 
When the students played mini-game, they were so exited 
and enthusiastic. Here the students were supportive to played the 
game. Each group work well to try to be the winner. Their 
coordination in group was good, and they tried to help each other. 
They really focused to arrange the sentences. When the teacher 
informed the winner of this game, they were really happy 
although there was no reward for the winner.  
 
2.) Second Meeting 
In this meeting, the students followed the lesson very well. 
They paid attention to the teacher when the teacher gave the 
explanation about recount text. They could memorize the material 
well. It proved when the teacher gave questions about the lesson 
they could speak up to answer the questions. Although they were 
not raised their hand first. When the teacher asked them to read 
the text on the LCD, they really focused to comprehend the text.  
 
 
During a game phase, when the teacher asked to discuss 
about the story, their respond were good enough. The students 
enjoyed working in group. They were become more active. It 
proved with their respond in the discussion. All of them paid 
attention to the discussion. They were not ashamed to speak up 
and gave their opinion. Moreover, some students asked to the 
teacher if they were not understood about something. Their 
bravery also increased automatically.  
The students‟ cooperation was good enough. They could 
coordinate their team to did the job and help each other. It proved 
when the students finished the exercise in group to classified 
generic structure of the text. Some of them arranged the sentences 
on the answer sheet and the other students looked for the meaning 
of some words on the dictionary. 
 
3.) Third Meeting 
In the third meeting of cycle 2, the teacher conducted the 
second post-test. There was no learning process at the time. The 
students did post-test carefully. The result of second post-test was 
satisfied. The students‟ reading ability improved. It proved with 
their score in post-test 2 increased. The mean of second post-test 
was 86,38. All of the students‟ score could pass minimum 
standard. In the second post-test, the highest score at the 
 
 
studentwas 92. The lowest score in this test was 72. The result of 
second post-test could be seen in the following table: 
Table 4.3 Students Post Test 2 Score 
NUMBER OF 
STUDENT 
POST-TEST 2 
SCORE 
ALPHABETIC 
SCORE 
1 92 A 
2 72 B 
3 92 A 
4 92 A 
5 84 A 
6 80 B 
7 88 A 
8 92 A 
9 80 B 
10 76 B 
11 92 A 
12 92 A 
13 80 B 
14 88 A 
15 80 B 
16 88 A 
17 80 B 
18 92 A 
19 92 A 
20 92 A 
21 88 A 
22 92 A 
23 92 A 
24 80 B 
25 80 B 
26 92 A 
27 76 B 
28 88 A 
29 92 A 
30 88 A 
31 84 A 
32 88 A 
Total 2764  
Mean 86,38 
Maximum 92 
Minimum 72 
 
 
 
 
d. Reflection 
After analyzing the observation and post-test result, the 
researcher and the teacher did reflection to evaluate teaching learning 
process that was held in this cycle. There were several improvement 
related with students‟ reading ability. First, the material that 
presented in the LCD help students to understand the material. The 
students not only study from the textbook but also could get 
knowledge from the other source. Therefore, it made them more 
understood to the material.  
Second, the teacher applied some text or story about recount text 
in the LCD. The students got more example of recount text from the 
LCD. Here they could practice to read, analyzed, and comprehend the 
text to find the main idea or detail information. If they often practice 
it, they could comprehend the text easily. It could increase their 
comprehension about the text. 
Third, applying visual novel Invisible Mecould increase the 
students‟ interest. The students were enthusiastic with visual novel 
because they never knew this media before. In the visual novel there 
was a picture that could be seen by the students, and the audio that 
make this media more attractive. Therefore, the students could enjoy 
this game although there were some lacks in this media. The students 
said that the conversation in this game were not clear enough, so that 
they could not hear the voice well. The dialogue in this game was too 
 
 
long and there were many unfamiliar vocabularies. Therefore the 
students could not comprehend the story in detail. 
Besides applying visual novel, the researcher also applied mini-
games to support learning activity. In this research, mini game could 
increase students‟ interest to follow the lesson.Here the students 
enjoyed to study cheerfully. It could omit their boredom and 
saturation in the class when teaching learning process ongoing. The 
students become more active in the class because they want to be the 
best. Their participation in the lesson also increased. The students 
played mini game ina small group. In this research, a small group 
also could help the students toimprove their cooperation and 
solidarity. They could help each other and increase their 
responsibility. A small group also helps them to comprehend the text 
or the material, because they could discuss and shared each other. 
Based on those aspects above promote students‟ reading ability 
in teaching learning process. The students could catch the material 
easily and had better understand with the lesson. They could find the 
detail information, and the main idea from the text. The students also 
could improve their vocabulary, even though for unfamiliar word 
they still looked for the meaning in dictionary. The students also 
could correct their pronunciation in English. 
By observing the result of this cycle, the researcher concluded 
that teaching reading using visual novel entitled Invisible Me made 
easier the students to understand the material. Here visual novel is a 
 
 
suitable media to improve the students‟ reading ability in SMP N 1 
Wonoboyo. The students‟ progress in reading ability was good 
enough. It could be seen from the result of each test. In pre-test the 
mean score was 47,13 and the mean score of the first post-test was 
59,75. For the second post-test, the students got the mean score 
86,38. 
 
 
D. Discussion 
After analyzing the research result which has been gathered from 
several sources data such as field notes, pre research observation report, 
interview report, questionnaire, the score of pre-test, post-test 1 and post-test 
2, the researcher concluded several findings that could answer the research 
questions as stated in the chapter one. In this chapter the researcher would 
like to describe and discuss the findings of research as follow: 
1. Research Implementation 
The researcher would like to describe the implementation of 
learning activity using visual novel entitled Invisible Me as media to 
improve students‟ reading ability. The findings are presented in the 
following table: 
 
 
 
 
 
 
 
 
 
 
 
 
Table 4.4 The Research Findings 
Point Before Action Research After Action Research 
1. Students‟ reading 
ability improvement 
 
 
 
 
 
 
 
 
 
 
 
 
The students‟ test 
score 
- Students‟ reading ability 
was low. 
 
- The students got difficulty 
in identifying detail 
information, identifying 
main idea, less 
vocabularies, understand 
word meaning. 
 
- The achievement of the 
students‟ test score was 
low. 
 
- The mean score in pre-test 
was 47,5 
- Students‟ reading ability 
improved. 
 
- The students could identify 
detail information, identify 
main idea, vocabulary, and 
understand word meaning. 
 
 
 
- The achievement of the 
students‟ test score 
increased 
 
- The mean score in the post-
test 2 was 86,38 
2. The implementation 
of learning activity 
- The students got bored in 
the middle of teaching 
learning process. 
- The students were passive, 
only certain students who 
were active 
- The students got difficulty 
in comprehending the 
lesson  
- The students enjoyed and 
interested in learning 
activity 
- Most of the students become 
more active 
 
- The students could solve the 
problems to comprehend the 
lesson 
 
 As seen in the table above, there are two findings related to the 
research questions. The first finding is the improvement of students‟ 
reading ability that is presented in identifying detail and specific 
information, identifying main idea and vocabulary in the material and 
game that they played. Related to the improvement of students‟ ability, it 
could be seen from the result of pre-test and post-test, from 47,5, increase 
59,75, and then become 86,38. From the result of the observation, it 
means that the students enjoy to follows the lesson. 
The second finding is the implementation of learning activity. 
Before this research, the students get bored in the middle of learning 
process. It happens because the teacher never uses supporting media to 
 
 
make learning activity more attractive. The teacher only uses textbook as 
a source to teach the students. However, after implementing this research, 
it could be seen that the students become enthusiastic and enjoy to 
follows learning process. Moreover, most of them become more active 
and braver in the class. They pay attention to the teacher‟s explanation 
also. When they do some exercises in a group, they really enthusiastic 
and cooperative to finish together. This activity increase their 
responsibility and solidarity. They also can interact with their friends to 
share and discuss about the lesson together.  
From the observation of cycle 1, the students seen enthusiastic and 
interesting when the game introduced to them. Although they are 
interested with the game, but they find the difficulties to play the game. 
The students do not understand with the story of visual novel clearly. The 
students find some vocabularies that unfamiliar according to them, so 
they do not know the meaning of that words, they should open the 
dictionary to look for the meaning.Therefore, they do not comprehend 
the story. This case makes them weary to continue the game. For the 
other side, the students do not have enough bravery, so they become 
passive students in the class. The students are ashamed to speak up or 
give their opinion about the story when the teacher asks to discuss the 
story together. They are afraid if they do some mistakes. 
In cycle 2, the students‟ improvement in reading ability is better 
than in cycle 1. In this cycle the researcher apply group discussion to the 
students. Here the students could discuss and share the lesson with their 
 
 
group. They could solve the difficulties together. The students also 
become braver to speak up and give their opinion. They enjoy doing the 
activity in group. The researcher also applies mini-games to support 
learning process. It could motivate them to try the best. This also could 
increase their participation in the class. The students became more active 
and competitive. 
2. Students‟ Improvement 
The result of this research shows that there is an improvement of 
teaching reading using visual novel entitled Invisible Me. It proved in the 
result of the score test. The students did three tests in this research, there 
was pre-test, first post-test, and second post-test. The students‟ progress 
could be seen from the mean of each test. The mean score in pre-test is 
47,5, the mean score of post-test 1 is 59,75, and the mean score of second 
post-test is 86,38. It means that there is an improvement of the students‟ 
ability in reading using media visual novel. For the detail result of 
students‟ score in three test couldbe seen in the following table: 
 
Table 4.5 The Improvement of Students Score 
NUMBER OF 
STUDENT 
PRE-TEST 
SCORE 
POST-TEST 1 
SCORE 
POST-TEST 2 
SCORE 
1 76 76 92 
2 60 56 72 
3 28 64 92 
4 64 44 92 
5 60 68 84 
6 36 64 80 
7 48 60 88 
8 32 56 92 
9 36 60 80 
10 56 56 76 
11 80 68 92 
 
 
 
 
 
 
 
 
 
 
 
 
From the table below, it can be concluded that visual novel 
Invisible Me is an effective media to teach reading. It proved with their 
score improvement, the mean score from the test indicate rise up. The 
mean score of post-test 1 increase compared with the mean score of pre-
test. Although there are some students get decrease score in the first post-
test, this score do not influence the mean. The example of decreasing 
students‟ score is from student‟s score number 4, her name is Daniya. 
Here Daniya get score 64 in pre-test, but for the first post-test her score 
decrease become 44. This case occurs because of some reasons. 
Fortunately, Daniya could repair her score in second post-test. Her score 
improve become 92. 
12 64 60 92 
13 24 56 80 
14 76 56 88 
15 32 56 80 
16 32 60 88 
17 32 64 80 
18 72 68 92 
19 84 68 92 
20 56 52 92 
21 52 60 88 
22 24 60 92 
23 28 56 92 
24 32 60 80 
25 20 52 80 
26 72 68 92 
27 24 48 76 
28 44 68 88 
29 28 60 92 
30 76 56 88 
31 32 56 84 
32 40 56 88 
Total 1520 1912 2764 
Mean 47,5 59,75 86,38 
 
 
CHAPTER V 
CONCLUSION, IMPLICATION, AND SUGGESTIONS 
 
A. Conclusion 
After implementing classroom action research at the eighth grade 
students of SMP N 1 Wonoboyo, could be summarized in some conclusions 
as a result of this study. Those conclusion answers the research problems 
listed in chapter 1: 1) to find out the implementation of students‟ reading 
ability using visual novel, 2) to find out the improvement of students‟ reading 
ability using visual novel.  
The first point is about the implementation of visual novel Invisible Me 
in teaching reading. Visual novel media is an innovative ways to teach the 
students. Visual novel Invisible Me is a media that could make students more 
interest with the material in teaching reading. The researcher can stimulate 
the students to comprehending the material by using this media. The students 
become more enthusiastic and enjoy to participating learning process. 
Besides, the researcher also applies mini game and group discussion as a 
supporting strategy to make the students become more active and confidence 
in the class. Applying mini game to the students could increase their 
responsibility and cooperation. Meanwhile, group discussion is able to 
stimulate the students to solve the problems together by sharing each other.  
The second conclusion is the improvement of students‟ reading ability. 
From the observation during the action shows that media visual novel 
 
 
Invisible Me improve the students‟ ability in identifying main idea, 
identifying specific information, understanding word meaning, and also 
increase their vocabulary. It means that using visual novel in teaching reading 
is helpful to build students‟ comprehension. The improvement of students‟ 
reading ability is also supported by the result of the test score. The students‟ 
reading achievement mean score increased. The mean score of pre-test is 47,5 
and improve to 59,75 in post-test 1. The score significantly increase become 
86,38 in second post-test. It proved that media visual novel Invisible Me 
improve students‟ reading ability. 
 
B. Implication 
In pre research, the researcher found some problems faced by the 
students in reading class: identifying specific information, stating main idea, 
identifying vocabulary, understanding word meaning. The other problem was 
the class situation. The students looked bored to join the class, they also 
become passive, and most of them did not paid attention to the lesson. By 
this, the researcher optimized that media visual novel could improve students‟ 
reading skill. 
Therefore, media visual novel could be applied in teaching learning 
process to improve students‟ reading ability. Visual novel is an effective 
media to develop reading skill. This is helpful media that facilitates the 
teacher to deliver the lesson. This media could help the students to 
comprehend the lesson easily. The students looked more enthusiastic and 
 
 
interested to join the lesson. The students could enjoyed the learning process 
in the class with more attractive.  
Based on the conclusion of the study and supported by all the data in 
the research, there is an improvement of students‟ reading ability using media 
visual novel entitled Invisible Me. Visual novel Invisible Me can be used as 
an effective media to improve the students reading ability.  
 
C. Suggestion 
The result of this study prove that visual novel in teaching reading 
improve students‟ reading ability. Based on the result above, the researcher 
hopes that this study will give beneficial for English learning process. The 
researcher would like give some suggestions which hopefully will be useful 
for the others. 
1. For English Teacher 
In this study, the teacher should provide an attractive media, so that 
the students can be motivated to learn. Therefore, the teacher suggested 
to implements visual novel Invisible Me as a media to teach the students 
in reading class. Before using Invisible Me, make sure that the game in 
a good condition, and prepare the instrument of the game well. The 
researcher recommends to checks the game before learning activity. 
The teacher also should enhance the learning material from the other 
sources. The teacher can complement the materials from the internet, 
and other book sources. When teaching learning process the teacher 
 
 
should allow students to learn more active, because here the teacher is 
dominate the class. 
 
2. For the other researcher 
This study shows that media can be used to improve students‟ 
reading ability. This study discusses the implementation of media visual 
novel Invisible Me to teach reading in Junior High School level. Here 
the researcher gives suggestion for the other researcher to pay attention 
to the game before implemented in teaching learning process. Pay 
attention to the game‟s voices to make it more clearly. The words 
choices in the game also must be considered. Choose familiar 
vocabulary to facilitate student‟s understanding. For the dialogue in the 
game, make sure that the sentences are not overly long. It will make the 
students quickly bored. 
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APPENDICES 
 
 
 
 
 
 
 
 
 
APPENDIX 1 
SYLLABUS 
 
 
 
 
 
 
 
 
 
SILABUS 
 
Sekolah : SMP N 1 WONOBOYO 
Kelas/ Semester : VIII ( Delapan )/1Tahun 2016/ 2017 
Mata Pelajaran : BAHASA INGGRIS 
Standar Kompetensi  : Membaca 
5.  Memahami makna teks tulis fungsional  dan esei pendek sederhana  berbentuk 
descriptive dan recount  yang berkaitan dengan lingkungan sekitar 
 
Kompetensi  
Dasar 
Materi 
Pokok/Pembelajara
n 
Kegiatan Pembelajaran Indikator 
Penilaian 
Alokasi 
 Waktu 
Sumber  
Belajar 
Teknik Bentuk 
 Instrumen 
Contoh  
Instrumen 
  
 
  5.1 Membaca 
nyaring 
bermakna teks 
tulis fungsional 
dan  esei 
berbentuk 
descriptive dan 
recount  
pendek dan 
sederhana 
dengan 
ucapan, 
tekanan dan 
intonasi yang 
berterima yang 
berkaitan 
dengan 
lingkungan 
sekitar 
 Merespon makna 
dalam teks tulis 
fungsional 
pendek 
sederhana 
secara akurat 
lancar dan 
berterima yang 
berkaitan 
dengan 
lingungan 
sekitar 
 
 
Teks fungsional 
pendek berupa: 
Undangan       
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
1. Brain storming 
tentang berbagai hal 
terkait teks 
fungsional pendek 
berbentuk 
“undangan” 
2. Mendengarkan 
undangan yang 
dibacakan oleh 
guru/teman 
3. membaca nyaring 
teks fungsioanl 
pendek tentang 
undangan 
 
4. menjawab 
pertanyaan tentang 
isi teks fungsional 
pendek “undangan” 
5. Menyebutkan tujuan 
komunikatif teks 
fungsional pendek 
“undangan”  
6. Menjwab 
pertanyaan tentang 
ciri kebahasaan teks 
fungsional pendek 
“undangan” 
 
 
 
 
 Membaca 
dengan nyaring 
dan bermakna 
teks fungsional 
pendek 
berbentuk 
undangan                                                      
 Mengidentifikasi 
berbagai 
informasi dalam 
teks fungsional 
pendek 
berbentuk 
undangan 
 Mengidentifikasi 
fungsi sosial 
teks fungsional 
pendek 
berbentuk 
undangan 
 Mengidentifikasi 
ciri kebahasaan 
teks fungsional 
pendek 
berbentuk 
undangan 
 
 
 
 
 
Tes lisan 
 
 
 
Tes tertulis 
 
 
 
 
 
 
 
 
 
 
 
 
 
Membaca 
nyaring 
 
 
Uraian 
 
 
 
 
 
 
 
 
 
 
 
 
 
Read the the 
text aloud 
and clearly. 
 
 
Answer the  
following 
questions 
based on the 
text 
 
 
 
 
 
 
 
 
 
 
 
2 x 40 
menit 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
1. Buku teks 
Erlangga 
 
2. Gambar terkait 
tema/topik 
 
3. Benda-benda 
sekitar 
 
4. LKS Meda 
 
 
 
 
 
 
 
 
 
 
 
 
 
Kompetensi  
Dasar 
Materi 
Pokok/Pembelajara
n 
Kegiatan Pembelajaran Indikator 
Penilaian 
Alokasi 
 Waktu 
Sumber  
Belajar 
Teknik Bentuk 
 Instrumen 
Contoh  
Instrumen 
  
 
5.2  Merespon makna 
dan langkah 
retorika dalam 
esei pendek 
sederhana 
secara akurat, 
lancar dan 
berterima  yang 
berkaitan dengan 
lingkungan 
sekitar dalam 
teks berbentuk 
descriptive dan 
recount 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 Makna gagasan 
 Makna tekstual 
dalam teks 
descriptive dan 
recount 
 Langkah retorika 
teks descriptive dan 
recount 
 Tujuan komunikatif 
teks descriptive dan 
 
 
 
 
 
 
 
 
1. Tanya jawab 
berbagai hal terkait 
tema/topik bacaan 
2. Review kosakata 
dan tatabahasa 
terkait jenis teks 
descriptive/recount 
3. Membaca teks 
descriptive/recount 
4. Menjawab 
pertanyaan tentang 
informasi yang 
terdapat dalam teks 
5. Menjawab 
pertanyaan tentang 
tujuan komunikatif 
tdan langkah 
retorika teks 
descriptive/recount 
6. Menyebutkan ciri-
ciri kebahasaan teks 
yang dibaca 
7. Membaca nyaring 
dan bermakna teks 
descriptive/recount 
 
 
 
 
 
 
 
 
 
 
 Makna gagasan 
 Makna tekstual 
dalam teks 
descriptive dan 
recount 
 Langkah 
retorika teks 
descriptive dan 
recount 
 Tujuan 
komunikatif teks 
descriptive dan 
recount 
 Ciri kebahasaan 
teks descriptive 
dan recount 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Tes tulis 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
PG 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Choose the 
best option 
based on the 
text. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
4 x 40 
menit 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
1. Buku teks 
Erlangga/ 
Nur Zaida 
 
2. Gambar 
sesuai tema 
3. LKS Meda 
 
 
 
 
Kompetensi  
Dasar 
Materi 
Pokok/Pembelajara
n 
Kegiatan Pembelajaran Indikator 
Penilaian 
Alokasi 
 Waktu 
Sumber  
Belajar 
Teknik Bentuk 
 Instrumen 
Contoh  
Instrumen 
  
recount 
 Ciri kebahasaan 
teks descriptive dan 
recount 
                     
 
 
 
Tes lisan 
 
 
 
Membaca 
nyaring 
 
 
 
 
 
Read the text 
aloud. 
 
    Karakter : percaya diri, mandiri, kerjasama 
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APPENDIX 2 
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RENCANA PELAKSANAAN PEMBELAJARAN 
(RPP) 
 
 
 
SMP/MTS                 : SMP N 1 Wonoboyo 
Mata Pelajaran : Bahasa Inggris 
Kelas/Semester : VIII (Delapan) / I 
Jenis teks : Recount Text 
Aspek/Skill : Membaca 
Alokasi Waktu : 4 x 40 menit 
 
A. Standar Kompetensi 
5. Memahami makna teks tulis fungsional dan esei pendek sederhana berbentuk 
descriptive dan recount yang berkaitan dengan lingkungan sekitar 
B. Kompetensi Dasar 
5.1 Membaca nyaring bermakna teks tulis fungsional dan esei berbentuk descriptive  
dan recount  pendek dan sederhana dengan ucapan, tekanan dan intonasi yang 
berterima yang berkaitan dengan lingkungan sekitar. 
5.3 Merespon makna dan langkah retorika dalam esei pendek sederhana secara 
akurat, lancar dan berterima  yang berkaitan dengan lingkungan sekitar dalam 
teks berbentuk descriptive dan recount 
C. Indikator 
a. Membaca dengan nyaring dan bermakna teks essai berbentuk recount 
b. Mengidentifikasi berbagai informasi dalam teks recount 
c. Langkah retorika teks recount 
d. Tujuan komunikatif teks recount 
e. Ciri kebahasaan teks recount 
D. Tujuan Pembelajaran 
Pada akhir pembelajaran, siswa dapat merespon makna dalam: 
a. Siswa dapat membaca „Invisible Me‟ dengan intonasi, ekspresi, dan pelafalan 
yang tepat. 
b. Siswa dapat memahami cerita „Invisible Me‟ dengan baik. 
c. Siswa dapat menjawab pertanyaan teks visual novel „Invisible Me‟ 
d. Siswa dapat memahami apa itu recount text 
e. Siswa dapat mengidentifikasi informasi rinci dari teks recount 
f. Siswa dapat mengidentifikasi general structure dari recount text 
 
 
 
E. Karakter siswa yang diharapkan  
- Dapat dipercaya ( Trustworthines) 
- Rasa hormat dan perhatian ( respect ) 
- Tekun ( diligence )  
F. Materi Pembelajaran 
1. Teks recount (Visual Novel Invisible me) 
2. Kosakata terkait dengan tema/jenis text 
- Obtained 
- Did 
- Invisible 
- Disappear 
- Said 
3. Verb: said, did, worried, raised, created, etc. 
4. Adjective`: proud, angry, comfortable, embarassing, impolite, impudent, etc. 
5. Pronoun: I, you, she, he, we 
Recount text is a text that telling the reader about one story, action or activity its 
goal is to entertaining or informing the reader.  
Purpose: to tell the readers what happened in the past a squence of events.  
Generic structure:  
- Orientation : tells who was involved, what happened, where the events took 
place and when it happened. 
- Events : tell what happened and in what sequence. 
- Reorientation: consists of optional-closure of event/endings.  
Language Feature of Recount :  
- The use of nouns and pronoun (ex : we, his) 
- The use of action verbs (ex: went, spent) 
- The use of past tense 
- The use of time conjuction 
- The use of adverbs and adverbs of phrases, adjective 
G. Metode Pembelajaran 
Three phase technique 
H. Langkah-langkah Pembelajaran 
1. Kegiatan Pendahuluan 
 
 
- Mengucap salam dan berdoa 
- Memberi motivasi dan apersepsi 
2. Kegiatan Inti 
Eksplorasi 
Dalam kegiatan eksplorasi, guru: 
- Guru menjelaskan tentang media visual novel yang akan di gunakan, dan 
memperkenalkan kepada mereka tentang cerita Invisible Me serta cara untuk 
memainkannya 
- Guru menjelaskan kepada siswa tentang recount text 
- Guru dan siswa saling tanya jawab tentang materi recount text secara lisan 
Elaborasi 
Dalam kegiatan elaborasi, guru: 
- Guru menyuruh siswa untuk aktif mencatat vocabulary yang sulit beserta 
artinya dalam teks cerita tersebut 
- Guru dan siswa mendiskusikan cerita Invisible Me bersama-sama 
- Guru menyuruh siswa untuk mengklasifikasikan generic structure of the 
texts dialogue berdasarkan cerita Invisible Me dengan berdiskusi bersama-
sama 
- Guru memberikan sejumlah soal yang harus dikerjakan oleh siswa 
- Guru menyuruh siswa untuk membuat text recount 
Konfirmasi 
Dalam kegiatan konfirmasi, guru: 
- Guru dan siswa mengevaluasi hasil pekerjaan siswa 
- Guru dan siswa bertanya jawab terkait dengan cerita Invisible Me dan hal-
hal yang belum diketahui siswa secara lisan 
3. Kegiatan Penutup 
Dalam kegiatan penutup, guru: 
- Menanyakan kepada siswa sejauh mana pemahaman mereka dan kesulitan 
yang mereka hadapi tentang materi hari ini 
- Menyimpulkan materi pembelajaran 
- Guru memberitahu materi yang akan dipelajari pada pertemuan berikutnya 
- Menutup pelajaran 
I. Sumber belajar 
- Buku LKS kelas VIII 
 
 
- Visual novel Invisible Me 
- Hand out 
 
J. Penilaian 
1. Teknik penilaian : reading test 
2. Instrument  : uraian dan pilihan ganda 
 
 
POST TEST 1 
Berilah tanda silang (X) pada huruf a, b, c, atau d untuk jawaban yang anda anggap 
paling benar pada lembar jawab yang tersedia 
 
Text 1 
I really enjoyed my holiday in Australia. Last Sunday I visited a marine park called 
Sea World which is at surfers’ Paradise near Brisbane. It’s Australia’s largest marine park 
and I had a  wonderful day there. 
The first thing I saw was the Oceanorium where you can watch all sorts of sea 
fish and animal under water. There were huge turtles, sharks, and a beautiful tropical 
sea fish. The most exciting thing was watching a man feeding the sharks. He wore a 
special diving suit. Then I watched the performance of sea animals. The show was in a 
big outdoor swimming pool. There were killer whales, dolphins and sea lions, and they 
did all sort of fantastic things in the water. One of the girls in the show rode around the 
pool on the back of killing whale, and another girl rode underwater on the back of a big 
turtle. After the show I had lunch. There were several big restaurant at the park and I 
had lunch in a restaurant that was shape like a ship! Then I watched a wonderful water-
ski show which was held on a lake. 
There were lots of other things to do at the park. There was lake cruising, a train 
ride, a big water slide, swimming pools, and an incredible roller coaster called the 
‘corkscrew’- because it goes three loops upside down. But I wish I had gone on the roller 
coaster ride before lunch rather than after it! 
1. Which of the following sea animals is known as ‘killer’? 
a. Sea lions   c. Seals 
b. Dolphins   d. Whales 
 
2. What is the main idea of paragraph two? 
a. The writer visited the Oceanorium to watch all sorts of fish and performance 
b. The sea animals performed fantastic things in the water. 
c. The writer had lunch in one of the restaurants at the park. 
 
 
d. The Oceanorium displayed all sorts of fish and animals under water 
3. Which of the following had made the writer very excited? 
a. Watching a girl riding on a back of a turtle 
b. Watching a girl riding on a back of a whale  
c. Watching a man feeding the shark  
d. Riding the roller coaster    
4. “There were huge turtles, sharks, and a beautiful tropical sea fish.” (Paragraph 2) 
 The antonym of the underlined word is ………… 
a. Enormous    c. Heavy 
b. Tiny     d. Massive 
5. The following sentences are correct, except. . . 
a. The writer had lunch in the restaurant that was shape like a ship 
b. The writer very excited to watch a man feeding killing whales 
c. The Oceanorium displayed all sorts of fish and animals under water 
d. Sea World is the largest marine park in Australia 
6. “The first thing I saw was the Oceanorium where you can watch all sorts of sea fish 
and animal under water.” (paragraph 2) 
The underlined word have a similar meaning, except... 
a. Kind     c. Sorter 
b. Various    d. Species 
Arrange the jumbled words to make good sentences. 
7. ceremony – a speech – gave – the head master – this morning – flag –  on 
    1            2           3  4          5            6        7 
a. 5-4-3-2-7-1-6 
b. 4-3-2-7-1-6-5 
c. 5-2-3-6-7-1-4 
d. 4-3-2-7-6-1-5 
8. lesson – seriously – the teacher – English – explained 
   1  2  3         4               5 
a. 4-3-2-5-1 
b. 3-5-2-1-4 
c. 3-5-4-1-2 
d. 1-4-5-2-3 
9. swept – yesterday – I – yard – morning – the 
    1      2       3      4       5         6 
a. 2-3-1-6-5-4 
b. 2-5-3-1-6-4 
c. 3-1-6-5-4-2 
d. 6-5-3-1-4-2 
10. I and my family – for picnic   –   to Kaliurang  –   went   –  last month 
1         2                 3  4           5  
a. 1-2-3-4-5 
b. 1-3-4-5-2  
c. 1-5-2-4-3  
d. 1-4-3-2-5 
 
 
 
Complete the text by choosing the correct verb form. 
I had a terrible day yesterday. First, I (8.) . . . . . an hour late because my alarm 
clock didn't go off. Then, I was in such a hurry that I (9.) . . . . my hand when I was 
making breakfast. After breakfast, I got dressed so quickly that I (10.) . . . . to wear socks.  
Next, I (11.) . . . . out of the house trying to get the 9:30 bus, but of course I 
missed it. I wanted to take a taxi, but I (12.) . . . . . enough money. Finally, I walked the 
three miles to my school only to discover that it (13.) . . . . . Sunday! I hope I never have a 
day as the one I had yesterday. 
11. a. wake up b. waking up  c. woke up  d. woked up 
12. a. burned  b. burning  c. am burned  d. was burned 
13. a. forget  b. forgotten  c. forgot  d. was forget 
14. a. run  b. ran   c. was run  d. am ran 
15. a.do not have b. doesn’t have c. am not have  d. didn’t have 
16. a. was  b. were   c. is   d. has 
 
 
Text 2 
Do you know what the earthquake is like when it happens? I once experienced.I was 
driving along the coast road when the car suddenly lurched to one side. You know what 
happened? At first I thought a tyre had gone but then I saw telegraph poles collapsing 
like matchsticks. It’s terrible isn’t it? Next, the rocks came tumbling across the road and I 
had to abandon the car. When I got to town, well, as I said, there wasn’t much left. My 
God, that was a nightmare 
17. Why did the writer have to leave his car? 
a. the rocks blocked the way 
b. he had to go back to the town 
c. the telegraph poles fell down 
d. he thought he had a flat tyre 
18. The communicative purpose of the text is………… 
a. to tell events for the purpose informing 
b. to present perspective points about an issue 
c. to describe the way they are 
d. to acknowledge readers about informative events 
19. Where did the writer drive when the earthquake happen? 
a. at town 
b. along the coast road 
c. across the road 
d. along the road 
 
20. What does the text tells about? 
 
 
a. The earthquake in town 
b. The writer’s nightmare 
c. The writer’s experience when earthquake happen 
d. The writer’s experience to drive along the road 
21. “Next, the rocks came tumbling across the road and I had to abandon the car.” The 
synonim of underlined word is.... 
a. Drive   c. Leave 
b. Hit   d. Kick 
22. “My God, that was a nightmare”. The underlined word means... 
a. Mimpi indah 
b. Malam mencekam 
c. Malam yang mengembirakan 
d. Mimpi buruk 
23. Grammatical features are mostly written in… 
a. Present continous tense 
b. Passive voice 
c. Simple present tense 
d. Simple past tense 
24. “When I got to town, well, as I said, there wasn’t much left.” 
The word there refers to…. 
a. Town    c. A car 
b. The writer   d. Earthquake 
25. Which of the following statement is not true according to the text? 
a. The rocks was tumbling across the road 
b. Earthquake happen when the writer was driving along the coast road 
c. The writer hide his self behind the car 
d. The telegraph poles collapsing like matchsticks 
e.  
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RENCANA PELAKSANAAN PEMBELAJARAN 
(RPP) 
 
SMP/MTS                 : SMP N 1 Wonoboyo 
Mata Pelajaran : Bahasa Inggris 
 
 
Kelas/Semester : VIII (Delapan) / I 
Jenis teks : Recount Text 
Aspek/Skill : Membaca 
Alokasi Waktu : 4 x 40 menit 
 
K. Standar Kompetensi 
5. Memahami makna teks tulis fungsional dan esei pendek sederhana berbentuk 
descriptive dan recount yang berkaitan dengan lingkungan sekitar 
 
L. Kompetensi Dasar 
5.1 Membaca nyaring bermakna teks tulis fungsional dan esei berbentuk descriptive  
dan recount  pendek dan sederhana dengan ucapan, tekanan dan intonasi yang 
berterima yang berkaitan dengan lingkungan sekitar 
5.3  Merespon makna dan langkah retorika dalam esei pendek sederhana secara 
akurat, lancar dan berterima  yang berkaitan dengan lingkungan sekitar dalam 
teks berbentuk descriptive dan recount 
 
M. Indikator 
a. Membaca dengan nyaring dan bermakna teks essai berbentuk recount 
b. Mengidentifikasi berbagai informasi dalam teks recount 
c. Langkah retorika teks recount 
d. Tujuan komunikatif teks recount 
e. Ciri kebahasaan teks recount 
 
N. Tujuan Pembelajaran 
Pada akhir pembelajaran, siswa dapat merespon makna dalam: 
g. Siswa dapat membaca „Invisible Me‟ dengan intonasi, ekspresi, dan pelafalan 
yang tepat. 
h. Siswa dapat memahami cerita „Invisible Me‟ dengan baik. 
i. Siswa dapat menjawab pertanyaan teks visual novel „Invisible Me‟ 
j. Memahami apa itu recount text 
k. Mengidentifikasi informasi rinci dan ciri kebahasaan dari teks recount 
l. Mengidentifikasi general structure dari recount text 
O. Karakter siswa yang diharapkan  
 
 
- Dapat dipercaya ( Trustworthines) 
- Rasa hormat dan perhatian ( respect ) 
- Tekun ( diligence )  
P. Materi Pembelajaran 
6. Teks recount (Visual Novel Invisible me) 
7. Kosakata terkait dengan tema/jenis text 
- Is obtained 
- Did 
- Invisible 
- Disappear 
- Said 
8. Verb: said, did, worried, raised, created, etc. 
9. Adjective`: proud, angry, comfortable, embarassing, impolite, impudent, etc. 
10. Pronoun: I, you, she, he, we 
Recount text is a text that telling the reader about one story, action or activity its 
goal is to entertaining or informing the reader.  
Purpose: to tell the readers what happened in the past a squence of events.  
Generic structure:  
- Orientation : tells who was involved, what happened, where the events took 
place and when it happened. 
- Events : tell what happened and in what sequence. 
- Reorientation: consists of optional-closure of event/endings.  
Language Feature of Recount :  
- The use of nouns and pronoun (ex : we, his) 
- The use of action verbs (ex: went, spent) 
- The use of past tense 
- The use of time conjuction 
- The use of adverbs and adverbs of phrases, adjective 
 
My Holiday 
I spent my holiday in Jogjakarta last year. I went to Prambanan Temple with my 
family early in the morning.  
 
 
We went to Prambanan Temple by bus and arrived at 01.00 in the afternoon. I saw 
many foreign tourists there. I spoke English with them. Their name are Andrew and 
Peter. They were very friendly. They came from New York. Prambanan Temple was 
crowded in holiday. We went back at 07.00 in the evening. 
It was a very interesting holiday. 
 
Q. Metode Pembelajaran 
Three phase technique 
R. Langkah-langkah Pembelajaran 
4. Kegiatan Pendahuluan 
- Mengucap salam dan berdoa 
- Memberi motivasi dan apersepsi 
5. Kegiatan Inti 
Eksplorasi 
Dalam kegiatan eksplorasi, guru: 
- Guru menjelaskan kembali kepada siswa tentang materi recount text pada 
layar LCD 
- Guru membagi siswa ke dalam beberapa kelompok, setiap kelompok 
beranggotakan 5 orang, setiap orangnya akan membaca dialog tokoh pada 
game Invisible Me dan menyelesaikan game Invisible Me secara 
berkelompok. 
- Guru memberikan short story tentang recount text pada layar LCD untuk 
dibaca dan dipahami oleh siswa 
Elaborasi 
Dalam kegiatan elaborasi, guru: 
- Guru memberikan sejumlah soal yang harus diselesaikan oleh siswa 
berkaitan dengan text recount pada layar LCD 
- Guru membagi siswa ke dalam beberapa kelompok, setiap kelompok terdiri 
dari 5-6 orang.  
- Guru memberikan instruksi kepada siswa untuk memainkan sebuah games 
tentang menyusun kalimat agar membentuk sebuah cerita recount 
- Guru menyuruh siswa untuk mengklasifikasikan general structure of the text 
dialogue berdasarkan cerita Invisible Me secara berkelompok pada sheet 
yang telah disediakan. 
 
 
- Guru menyuruh siswa untuk membuat teks recount 
Konfirmasi 
Dalam kegiatan konfirmasi, guru: 
- Guru dan siswa bertanya jawab terkait dengan cerita Invisible Me dan hal-
hal yang belum diketahui siswa secara lisan 
- Guru bersama siswa bertanya jawab meluruskan kesalahan pemahaman, 
memberikan penguatan  dan penyimpulan 
6. Kegiatan Penutup 
Dalam kegiatan penutup, guru: 
- Guru menanyakan kepada siswa sejauh mana pemahaman mereka dan 
kesulitan yang mereka hadapi tentang materi hari ini 
- Menyimpulkan materi pembelajaran 
- Guru memberitahu materi yang akan dipelajari pada pertemuan berikutnya 
- Menutup pelajaran 
 
S. Sumber Belajar 
- Buku LKS kelas VIII 
- Visual novel Invisible Me 
- Hand out 
T. Penilaian 
a. Teknik pennilaian : reading test 
b. Instrument  : pilihan ganda dan uraian 
POST TEST 2 
Berilah tanda silang (X) pada huruf a, b, c, atau d untuk jawaban yang anda anggap 
paling benar pada lembar jawab yang tersedia. 
 
Bacaan I (untuk soal no. 1 - 6) 
Last week John and Mary had a holiday. They went to Gembira Loka Zoo to 
spend the holiday. They wanted to look at many kinds of wild animals there. There are 
rhinos, tiger, lion, giraffe, elephant, etc.  
Gembira Loka Zoo is a very large zoo in Yogyakarta with many kinds of animals 
and green trees. The wild animals are placed in the place where they can move freely, 
many kinds of birds are placed in the big cages. There are also some kinds of snakes in 
the cages which are arranged in row.  
 
 
There are a lot of visitors. They came from many regions surrounding the city. 
They look very happy to see the animals. 
 
1. What is the topic of the text above? 
a. My vacation 
b. Holiday to Gembira Loka zoo 
c. Holiday with my family 
d. Vacation to Yogyakarta 
2. The main idea of paragraph 2 is. . . 
a. Last week John and Mary had a holiday 
b. There are many visitor in Gembira Loka zoo 
c. There are a lot of animals in Gembira Loka zoo 
d. Gembira Loka zoo is a very large zoo in Yogyakarta 
3. Where is the location of Gembira Loka zoo? 
a. Solo    c. Yogyakarta 
b. Semarang   d. Surabaya 
4. “Many kind of birds are placed in the big cages”. The underline word means. . . 
a. Sarang   c. sangkar  
b. Rumah  d. kandang 
5. The word There in “There are rhinos, tiger. . . . . . .” (line 2 paragraph 1) refer to. . . 
a. Wild animal   c. Gembira Loka Zoo 
b. Birds    d. Snakes 
6. What is the type of the text? 
a. Descriptive   c. Procedure 
b. Narrative   d. Recount 
Bacaan 2 (untuk soal no. 7 - 12) 
My Day 
I had a terrible day yesterday. First, I woke up an hour late because my alarm 
clock didn't go off. Then, I was in such a hurry that I burned my hand when I was making 
breakfast. After breakfast, I got dressed so quickly that I forgot to wear socks.  
Next, I ran out of the house trying to get the 9:30 bus, but of course I missed it. I 
wanted to take a taxi, but I didn't have enough money.  
Finally, I walked the three miles to my school only to discover that it was 
Sunday! I hope I never have a day as the one I had yesterday. 
 
7. What happened to the writer yesterday? 
a. He has a terrible day. 
b. He gets a terrible day. 
c. He had a terrible day. 
 
 
d. He got a terrible day. 
8. Why did he wake up an hour late? 
a. Because he didn't set alarm clock.  
b. Because his alarm clock didn't go off. 
c. Because he didn't see alarm clock. 
d. Because his alarm clock didn't work. 
9. What did he do after having breakfast? 
a. He got dressed so quickly that he forgot to wear socks. 
b. He wear socks so quickly that he forgot to get dressed.  
c. He ran out of the house trying to get the 9:30 bus. 
d. He burned his hand when he was making breakfast. 
10. Which sentence is incorrect according to the text? 
a. He come late to the class 
b. He get dress and forget to use sock 
c. He doesn’t have enough money to go by taxi 
d. His hand was burned when cooking breakfast 
11. How far did the writer walk? 
a. He walked for two miles. 
b. He walked for three miles. 
c. He walked for four miles. 
d. He walked for five miles. 
12. What does the writer hope? 
a. The writer hopes to discover that it was Sunday. 
b. The writer hopes to take a taxi. 
c. The writer hopes he never had a day like yesterday. 
d. The writer hopes that yesterday will be better. 
 
Bacaan 3 (untuk soal no. 13 - 21) 
My trip to Borobudur Temple 
Last week, I spent my vacation in Jogjakarta, this city is famous in Indonesia. I 
went to the temple of Borobudur. My family and I went there in the morning by private 
car family. I had prepared everything before we went to Jogja. While we were driving, 
we get to see some beautiful scenery mountains, forests, and waterfalls as well as cars 
pass by. 
My family and I arrived at the Borobudur Temple at 09:30 pm. There, I saw a lot 
of tourists. Borobudur temple is crowded on a holiday vacation. I can learn and practice 
speaking English with a foreign tourist different language to me. 
Dovi is his name. He is very friendly. This is the first time I spoke English with 
foreign tourists. We returned at 16:00 at afternoon. It was a very interesting holiday for 
me and my family was happy.  
13. The writer went to Borobudur temple with. . . 
a. the writer‟s friend 
b. the writer‟s family 
c. the writer‟s neighbor 
 
 
d. the writer‟s classmate 
14. How did the writer get to the Borobudur temple? 
a. By bus   c. by private car 
b. By train   d. by motorcycle 
15. “I can learn and practice speaking English with a foreign tourist different language to 
me.” The word „speaking‟ have the same meaning, except. . . 
a. Say    c. Conversed 
b. Spike    d. Talk  
16. What did the writer do in the Borobudur temple? 
a. Enjoy the beautiful scenery of sunset 
b. Playing a football 
c. Did the conversation with the tourist 
d. Walking in the forest 
17. When did they go home? 
a. In the morning 
b. In the afternoon 
c. In the middle night 
d. In the evening 
18. “He is very friendly”. The word he refers to. . . 
a. Dovi    c. the writer‟s family 
b. The writer   d. tourist 
19. What is the purpose of the text above? 
a.  to entertain the readers   c. to give information about someone 
b.  to tell past events    d. to tell about how to do something 
20. The lexical grammatical features are mostly written in. . . 
a. passive voice 
b. direct speech 
c. simple past tense 
d. simple present tense 
21. Generic structure of the last paragraph is called. . . 
a. Re-orientation   c. Events 
b. Orientation    d. complication 
Bacaan 4 (untuk soal no. 22-25) 
Grandpa’s Birthday 
It was my Grandpa‟s birthday last Sunday. On Friday, my sister and I went 
shopping. We found a nice Batik shirt. We bought it and wrapped it in a blue 
paper. Blue is my Grandpa‟s favourite colour. 
On Saturday morning, my brother and I were in the kitchen. We made a 
birthday cake. It was a big and beautiful. I wrote Happy Birthday on it. We put 
some chocolate on it and a big candle on top of it. On Sunday evening, we had a 
party. My uncle and my aunt came to my house. They brought some cake and 
flowers for my Grandpa. We sat together in our living room. My Dad said a 
 
 
beautiful prayer. Then, we sang “Happy Birthday” and my Grandpa blew out the 
candle. He cut the cake and gave it to everybody in that room. He opened his 
present and he was very happy with the shirt. 
Finally, my grandma told us some stories about my Grandpa. 
22. What did the writer do in the kitchen? 
a. Cooked meal    c. Roasted a lobster 
b. Prepared for lunch   d. Made a cake 
23. How many the siblings that the writer has? 
a. One    c. Three 
b. Two    d. Four 
24. What was the present from the writer? 
a. Cake    c. Chocolate 
b. Flowers   d. Batik shirt 
25. It was a big and beautiful cake. The word It in paragraph three refers to? 
a. Batik shirt   c. Flowers 
b. Cake    d. Chocolate 
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APPENDIX 3 
FIELD NOTES 
 
 
 
 
 
 
 
FIELD NOTES 
 
 
 
Activity : Pre Test 
Date  : Saturday, August 20
th
 2016 
Time  : 08.20 – 09.40 
Place  : Classroom 
Teaching learning process started at 08.20 am. The teacher and I entered 
the class 8A. The class 8A consisted of 32 students, 14 male students and 18 for 
female students. I observed learning process that day. I already did pre research 
also on Tuesday, August 16
th
 2016. The teacher started learning process about 
descriptive text. Here the teacher reviewed the material because for the next 
meeting they would have examination about descriptive text.  
After that I gave them a questionnaire. They seemed confused to answer 
the questionnaire. Then I explained about the questions to the students one by one, 
so they could answer it accurately. After they finished it, I gave them pre-test to 
evaluate the students‟ ability in reading. The pre-test consisted of 25 choices, 
material of the questions were about recount text, jumbled sentences, and cloze 
passage. The students did the post-test carefully, although there were some 
students cheated with their friend.    
 
 
 
 
 
 
 
FIELD NOTES 
 
 
 
Activity : Meeting 1 on cycle 1 
Date  : Saturday, September 3
rd
 2016 
Time  : 08.20 – 09.40 
Place  : Laboratory 
Teaching learning process started at 08.20 am. It was the first time for me 
to teach 8A. The class began when I entered classroom with English teacher Mrs. 
Widawati. She opened teaching learning process. After that she introduced me to 
the students, she tells about the purpose why I am here and gave advice to the 
students. After that, she asked some students to take some dictionary in the 
teachers‟ room. Here, the school supplied dictionary to be borrowed to the 
students. Then she invited me to start the lesson. After that, she took a sit in the 
behind. 
First, I introduced myself to the students, and then invite the student one 
by one to memorize their name and face. After that I asked them to move to the 
laboratory. In the laboratory, I informed the students that we will study about 
recount text. After that, in the pre-game phase I explained to the students about 
media visual novel that we would use in learning process. The students very 
interested when I explained about that game, because it was a new thing that they 
never know before. I told this game entitled Invisible Me, and then I explained 
them the role and how to play the game. After they understood clearly, I asked 
them to play the game. During the game phase, I invited the student one by one to 
read the dialogue of the game loudly and translate into Indonesian language. This 
activity had the purpose to improve their pronunciation and vocabulary in English. 
There were many mistakes that they did when read the dialogue loudly. Their 
pronunciation was so bad because they pronounced English word in Indonesian 
and rarely to practice English. Then I correct their pronunciation and asked them 
to repeat the dialogue after me. The other problem founded when the students had 
a difficulties to translate some words. They did not know the meaning of some 
 
 
vocabulary. Then I asked them to find the meaning in dictionary and made a note 
of unknown word in their book.  
The condition in the room during game phase was so noisy because when I 
asked one of the students to read the dialogue, the other students told each other 
and did not pay attention to their friend who was reading. Only cleverer and active 
student still paid attention, sometimes helped their friend to translate some word. 
In the post-game phase, we discussed about the story of Invisible Me together. I 
gave some question to them about Invisible Me orally. In this situation, the 
students interested to join the discussion about the story although there were many 
students still passive. After that I closed the lesson.    
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
FIELD NOTES 
 
Activity : Meeting 2 on cycle 1 
Date  : Tuesday, September 6
th
 2016 
Time  : 08.20 – 09.40 
Place  : Laboratory 
In the second meeting, it was held on Tuesday, September 6
th
 2016. I 
entered the class at 08.20 and opened the lesson by greeting. Mrs. Wid came 
afterward to the laboratory and took a sit. I ordered some students to take 
dictionary in the teacher‟s room. After that I reminded the students about the 
lesson in the previous meeting, and gave them some questions about the story of 
Invisible Me. Some students still remembered about it, but the other had forgotten 
about the story. 
 I told to the students that now we still discussed about recount text. When 
pre game phase, I explained about recount text to the students. Here, I explained 
the material in detail, that is; about what is recount text, the purpose of recount 
text, types of recount, language features and generic structure of recount, and 
differentiation between recount and narrative text. During game phase, I asked the 
students to play the game to remind them about the story of Invisible Me. Then I 
asked them to classify generic structure of recount text based on the story. For the 
beginning, the students confused about this assignment. Some of them asked to 
Mrs. Wid, and then Mrs. Wid gave a clue to do the assignment. After that we 
discussed together, so they could comprehend the material. 
For post-game phase, I gave some questions to the students and they 
should answer it in piece of paper. After that we check the answer together. 
Before closing the meeting that day, I gave some information to the students that 
 
 
for the next meeting please prepare to make a recount text based on your own 
experience, and we would do Post-test 1. 
 
FIELD NOTES 
 
Activity : Post-test 1 
Date  : Tuesday, September 10
th
 2016 
Time  : 08.20 – 09.40 
Place  : Classroom 
The third meeting was held on Saturday, September 10
th
 2016 in the 
classroom, the lesson started at 08.20. I opened the class by greeting, and 
remembered them about the task. Then I asked the students to make a recount text 
based on their own experiences. Unfortunately the time was limited, so they could 
not finish their assignment. Then I asked them to start to do the post-test 1. I 
walked around the class to oversee them, in order to anticipate the students did 
cheating. The test finished at 09.40, after that the break time. 
 
 
 
 
 
 
 
 
 
 
 
 
 
FIELD NOTES 
 
Activity : Meeting 1 on cycle 2 
Date  : Tuesday, September 13
th
 2016 
Time  : 08.20 – 09.40 
Place  : Laboratory 
On Tuesday, September 13
th
 2016 was the first meeting of cycle 2. In this 
cycle had the purpose to revise previous teaching learning process in cycle 1, 
because in cycle 1 there were many mistake and lack on learning process. Hence, 
in cycle 2 would be revised. The lesson material was same, about recount text. We 
still used visual novel entitled Invisible Me as a media in teaching learning 
process, but for lesson strategy I asked the students to make a small group.  
I started the lesson by greeting, and then in pre-game phase I reminded the 
students about recount text. I explained the material on the LCD, and then  I asked 
some question to the students to make sure that they still remember the lesson. 
After that, during game phase I asked them to make a smalls group, each group 
consists of 5 students. Every member of group should be a character on the story, 
so they should read some dialogue and translate into Indonesian language with 
their group. The aim of this activity was to make their pronunciation better than 
before, improve their vocabulary, and improve their braveries. They should 
answer some question on the story to finish the game. 
The next activity was post-game phase; in this case I gave them mini 
games to refresh their brain. I explained the role of a game, and asked them to stay 
with their group. Here, I gave each group pieces of paper that consist of some 
 
 
sentences, and they should arrange sentences to be a short story of recount text. A 
group who could finish the game quickly and correctly would be the winner. They 
really enthusiastic with this game and tried to be the winner, so every member of 
group did their job. Although there was no reward for the winner, but they did this 
game cheerfully. Then for closing I gave a spirit to study hard for them. 
 
FIELD NOTES 
 
Activity : Meeting 2 on cycle 2 
Date  : Saturday, September 17
th
 2016 
Time  : 08.20 – 09.40 
Place  : Laboratory 
The second meeting in cycle 2 was conducted on Saturday, September 17
th
 
2016. This day was the last meeting for teaching learning process. For the next 
meeting the students would have post-test 2, so there was no learning process. The 
study started when I entered to the classroom and opened the lesson by greeting. 
When pre-game phase I showed them a slide in LCD about the other story of 
recount text. Then I asked them to read and comprehend the story. For next 
activity, I gave them some question about that story and they should answer the 
question on piece of paper. 
After they finished their job, during game phase I asked the students to 
make a group discussion. I divided the students into five groups. Every group 
consists of 5-6 members. After that they should play the game with their own 
group. The students more enthusiastic to played the game with their teamwork, 
because they could discuss each other. 
In post-game phase after they finished the game, I asked them to discuss 
about the game story with their own group to make sure that all of them 
 
 
comprehend the story well. Then I asked them to stay with their group and gave 
them an exercise to classify the story based on generic structure. They should 
answer the exercise in answer sheet that I gave to them. They divided the job with 
their team, some students got ready bring the dictionary to translate unknown 
words, and the other arranges the sentences on the answer sheet. 
After they finished it, I gave some information that this day was the last 
meeting for teaching learning process. The next meeting they would have post-
test2. For the last, I gave them homework to make a short story about their own 
experience. The assignment should be collected on the next meeting.  
FIELD NOTES 
 
Activity : Post-test 2 
Date  : Saturday, September 20
th
 2016 
Time  : 08.20 – 09.40 
Place  : Classroom 
The third meeting of cycle 2 was held on Saturday, September 20
th
 2016 in 
the classroom, the lesson started at 08.20. I opened the class by greeting, and 
remembered them about the task. Then I asked the students to submit the 
assignment to make a paragraph about their experience. After that the students did 
post-test 2 carefully. I walked around the class to oversee them, in order to 
anticipate the students did cheating. The test finished at 09.40, after that the break 
time. 
 
 
  
 
 
 
 
 
 
 
 
 
APPENDIX 4 
SAMPLE OF PRE-TEST 
 
 
 
 
 
 
 
 
 
LEMBAR SOAL PRE-TEST 
TEST KEMAMPUAN MEMBACA TEKS BAHASA INGGRIS 
KELAS VIII SMPN 1 WONOBOYO 
TAHUN AJARAN 2016/2017 
 
Petunjuk Umum 
1.  Tulislah nama dan kelas pada lembar jawab yang tersedia 
2.  Dahulukan menjawab soal-soal yang anda anggap mudah 
3.  Bacalah dengan seksama bacaan yang telah tersedia 
4.  Waktu yang tersedia 45 menit 
5.  Telitilah pekerjaan anda sebelum diserahkan kepada petugas 
6.  Lembar soal dikembalikan tanpa coretan kepada petugas bersama lembar jawab 
Petunjuk Khusus 
Berilah tanda silang (X) pada huruf a, b, c, atau d untuk jawaban yang anda  
anggap paling benar pada lembar jawab yang tersedia 
Text 1 
Trip to Sarangan 
Last week, I spent my vacation to the lake Sarangan with my friends. We went there in 
the morning by motorcycle. The weather was so bright and the air was chilly. Fortunately 
we wears jacket so that we would not feel coldness.  
Our first destination was in the lake Sarangan. We had misguided on the way to 
Sarangan, then we asked someone to show the right way. When we arrived at Sarangan, 
we saw the beautiful lake. There were some boats that could be rented to enjoy the view 
around Sarangan. Many tourists went there to enjoy their vacation.  
 
 
After took many pictures and enjoy the view in the lake Sarangan, we continued our trip 
to Tirtosari waterfall. The location of waterfall was not far from the lake Sarangan. We 
should walk for about 1 km to the location of waterfall, passing the field, climbed, and 
descended stairs. We saw the beautiful scenery and chilly air of waterfall, tired and weary 
on the way disappeared immediately after we saw the beautiful waterfall.   
It was a memorable holiday with my beloved friends and incredible trip for us. Next time 
we spend our holiday to the other wonderful place.  
26. What is the main idea of paragraph two? 
e. The writer visited the Tirtosari waterfall 
f. The writer tells about her trip to the Sarangan 
g. The writer had misguided on the way to Sarangan 
h. First destination of the writer 
 
27. “We saw the beautiful scenery and chilly air of waterfall,…” ( paragraph 3) 
The synonym of the underlined word is… 
a. Cool   c. Warm 
b. Hot     d. soiled 
28. The generic structure of the text is … 
a. description – identification 
b. Identification – description 
c. Orientation – events – Reorientation  
d. Reorientation – events – Orientation 
29. “It was a memorable holiday with my beloved friends and incredible trip for us. Next 
time we spend our holiday to the other wonderful place.” 
The sentence is the …. of the text. 
a. Reorientation 
b. Orientation 
c. Identification 
d. Events 
30. The following sentences are correct, except. . . 
e. The writer had a vacation to the waterfall 
f. The writer enjoy the lake Sarangan with her friends 
g. The writer had misguided on the way to Sarangan 
h. The writer feel coldness in the waterfall 
31. What did the writer do when they had misguided to the lake Sarangan? 
a. Stay at the wrong way 
b. Asking for someone to show the right way 
c. Go to the other place 
d. Go to the waterfall 
32. Where is the location of Tirtosari waterfall? 
a. Not far from Sarangan 
b. Behind lake sarangan 
c. Beside Sarangan 
d. So far away 
33. How far did the writer walk? 
a. She walked for 2km 
b. She walked for 5km 
c. She walked for 1m 
d. She walked for 1km 
 
 
 
Complete the text by choosing the correct verb form. 
Last weekend my family 9.)______ picnic to the Botanical Garden. We 10.)_______ 
there by car. My Father 11.)________ the car carefully. At 12.00 PM we 12.)______ 
together under the tree. At 04.00 PM we 13.)________ to home it was really a nice 
picnic.  
34. a. Have b. has   c. Had d. having. 
35. a. Go  b. Went c. going  d. Gone  
36. a. Drove b. Driving c. Drive d. Driven 
37. a. Eat b. Eating c. Eaten d. Ate 
38. a. Return b. Returns c. Returning d. Returned 
It 14.)______  my birthday party last week. My family 15.)_______me a small party. I 
16.)______my best friends to the party. There were about 15 people in the party 
17.)_____my parents, and my sister, Putri. It was great surprise that my uncle, Awang 
18.)______come too. He works in a small company in Bengkulu, Sumatera. 
 
39. a. Is  b. are    c. Was   d were 
40. a. Give  b. Gave   c. Gives  d. Is giving 
41. a. Invite  b. Invited  c. Inviting  d. Was inviting  
42. a. Include  b. Includes  c. Included  d. Including 
43. a. Can  b. May   c. Could  d. Might 
 
Arrange the jumbled words to make good sentences. 
44. 1.  My older brother went to serpong circuit. 
2. He was very disappointed. 
3. He lost the race and his car was broken . 
4. He arrived at six and checked up his engine. 
5. The race started at four. 
6. At first he led the race, but it was not long. 
7. Suddenly another car hit his car from the right side. 
 
a. 1-4-5-6-7-3-2                 c. 1-5-6-4-2-3-7 
b. 1-6-4-5-2-3-7    d. 1-2-5-4-3-6-7 
 
45. 1.   I hit one of the roosters and it stuck the wheel. This made me fall down and hurt. 
2. Last Sunday afternoon I went to my office by motorcycle 
3. The chickens were shocked when I passed by, and run across the street. 
4. I left for office at a half past six, and it was quiet late to go. I rode my 
motorcycle very fast. 
5. When I passed the road along with rice field on my left, I saw some chickens 
eating the rice. 
a. 2-4-3-5-1    c.4-2-5-3-1 
b. 4-5-2-3-1    d. 2-4-5-3-1 
 
46. 1.    We went there by bus 
2. Lembang was the first destination 
3. There were two places we visited 
 
 
4. Then we had some shopping at Cihampelas. 
5. Last week we went to Bandung for a picnic. 
a. 5-3-4-1-2              c.5-2-4-1-3 
b. b.5-1-3-2-4              d.5-4-2-1-3  
 
 
 
 
47. 1.   Jack had an accident a few days ago. 
2. Jill went to the hospital too visit him. 
3. He is still in the hospital now. 
4. She is at the hospital now. 
5. He had to go to hospital. 
a. 1-4-3-5-2   c. 1-2-3-4-5   
b. 1-3-5-4-2   d. 1-5-3-2-4 
48. Zoo -  last week  -  went   -   my family   -   the   -   to 
  1  2    3  4  5 6 
a. 2-4-3-6-5-1 
b. 2-4-3-5-6-1 
c. 4-2-3-1-5-6 
d. 4-1-2-3-5-6 
 
49. Some   -    ate   -    we    -     tea    -     drank     -    food    -    and 
     1 2 3   4        5  6   7 
a. 1-6-7-4-3-2-5 
b. 3-5-4-7-2-1-6 
c. 3-5-6-7-2-1-4 
d. 1-5-7-6-3-2-4 
 
50. Old     -      I     -     this   -    my  -    morning  -  friend   -   met 
   1 2   3   4        5           6  7 
a. 2-1-3-4-7-5-6 
b. 3-4-6-7-2-1-5 
c. 3-5-2-7-6-1-4 
d. 2-7-4-1-6-3-5  
 
 
 
 
 
 
 
 
 
 
 
APPENDIX 5 
SAMPLE OF POST TEST 1 
 
 
 
 
 
 
 
 
 
 
 
LEMBAR SOAL POST TEST 
TEST KEMAMPUAN MEMBACA TEKS BAHASA INGGRIS 
KELAS VIII SMPN 1 WONOBOYO 
TAHUN AJARAN 2016/2017 
 
Petunjuk Umum 
1.  Tulislah nama dan kelas pada lembar jawab yang tersedia 
2.  Dahulukan menjawab soal-soal yang anda anggap mudah 
3.  Bacalah dengan seksama bacaan yang telah tersedia 
4.  Waktu yang tersedia 45 menit 
5.  Telitilah pekerjaan anda sebelum diserahkan kepada petugas 
6.  Lembar soal dikembalikan tanpa coretan kepada petugas bersama lembar 
jawab 
 
Petunjuk Khusus 
Berilah tanda silang (X) pada huruf a, b, c, atau d untuk jawaban yang anda  
anggap paling benar pada lembar jawab yang tersedia 
Text 1 
I really enjoyed my holiday in Australia. Last Sunday I visited a marine park 
called Sea World which is at surfers‟ Paradise near Brisbane. It‟s Australia‟s largest 
marine park and I had a  wonderful day there. 
The first thing I saw was the Oceanorium where you can watch all sorts of sea 
fish and animal under water. There were huge turtles, sharks, and a beautiful tropical sea 
fish. The most exciting thing was watching a man feeding the sharks. He wore a special 
diving suit. Then I watched the performance of sea animals. The show was in a big 
outdoor swimming pool. There were killer whales, dolphins and sea lions, and they did all 
sort of fantastic things in the water. One of the girls in the show rode around the pool on 
the back of killing whale, and another girl rode underwater on the back of a big turtle. 
 
 
After the show I had lunch. There were several big restaurant at the park and I had lunch 
in a restaurant that was shape like a ship! Then I watched a wonderful water-ski show 
which was held on a lake. 
There were lots of other things to do at the park. There was lake cruising, a train 
ride, a big water slide, swimming pools, and an incredible roller coaster called the 
„corkscrew‟- because it goes three loops upside down. But I wish I had gone on the roller 
coaster ride before lunch rather than after it! 
 
 
 
51. Which of the following sea animals is known as „killer‟? 
c. Sea lions   c. Seals 
d. Dolphins   d. Whales 
 
52. What is the main idea of paragraph two? 
i. The writer visited the Oceanorium to watch all sorts of fish and performance 
j. The sea animals performed fantastic things in the water. 
k. The writer had lunch in one of the restaurants at the park. 
l. The Oceanorium displayed all sorts of fish and animals under water 
53. Which of the following had made the writer very excited? 
e. Watching a girl riding on a back of a turtle 
f. Watching a girl riding on a back of a whale  
g. Watching a man feeding the shark  
h. Riding the roller coaster    
54. “There were huge turtles, sharks, and a beautiful tropical sea fish.” (Paragraph 2) 
 The antonym of the underlined word is ………… 
c. Enormous    c. Heavy 
d. Tiny     d. Massive 
55. The following sentences are correct, except. . . 
i. The writer had lunch in the restaurant that was shape like a ship 
j. The writer very excited to watch a man feeding killing whales 
k. The Oceanorium displayed all sorts of fish and animals under water 
l. Sea World is the largest marine park in Australia 
56. “The first thing I saw was the Oceanorium where you can watch all sorts of sea fish 
and animal under water.” (paragraph 2) 
The underlined word have a similar meaning, except... 
c. Kind     c. Sorter 
d. Various    d. Species 
Arrange the jumbled words to make good sentences. 
57. ceremony – a speech – gave – the head master – this morning – flag –  on 
  1        2          3  4  5        6     7 
 
e. 5-4-3-2-7-1-6 
f. 4-3-2-7-1-6-5 
g. 5-2-3-6-7-1-4 
h. 4-3-2-7-6-1-5 
58. lesson – seriously – the teacher – English – explained 
   1  2  3     4       5 
a. 4-3-2-5-1 
b. 3-5-2-1-4 
 
 
c. 3-5-4-1-2 
d. 1-4-5-2-3 
59. swept – yesterday – I – yard – morning – the 
   1  2  3      4           5           6 
e. 2-3-1-6-5-4 
f. 2-5-3-1-6-4 
g. 3-1-6-5-4-2 
h. 6-5-3-1-4-2 
 
60. I and my family – for picnic   –   to Kaliurang  –   went   –  last month 
1         2       3  4    5  
a. 1-2-3-4-5 
b. 1-3-4-5-2  
c. 1-5-2-4-3  
d. 1-4-3-2-5 
 
Complete the text by choosing the correct verb form. 
I had a terrible day yesterday. First, I (8.) . . . . . an hour late because my alarm 
clock didn't go off. Then, I was in such a hurry that I (9.) . . . . my hand when I was 
making breakfast. After breakfast, I got dressed so quickly that I (10.) . . . . to wear socks.  
Next, I (11.) . . . . out of the house trying to get the 9:30 bus, but of course I 
missed it. I wanted to take a taxi, but I (12.) . . . . . enough money. Finally, I walked the 
three miles to my school only to discover that it (13.) . . . . . Sunday! I hope I never have a 
day as the one I had yesterday. 
61. a. wake up  b. waking up  c. woke up  d. woked up 
62. a. burned  b. burning  c. am burned  d. was burned 
63. a. forget  b. forgotten  c. forgot  d. was forget 
64. a. run  b. ran   c. was run  d. am ran 
65. a.do not have b. doesn‟t have  c. am not have  d. didn‟t have 
66. a. was  b. were   c. is   d. has 
 
 
Text 2 
 
Do you know what the earthquake is like when it happens? I once experienced.I was 
driving along the coast road when the car suddenly lurched to one side. You know what 
happened? At first I thought a tyre had gone but then I saw telegraph poles collapsing like 
matchsticks. It‟s terrible isn‟t it? Next, the rocks came tumbling across the road and I had 
to abandon the car. When I got to town, well, as I said, there wasn‟t much left. My God, 
that was a nightmare 
67. Why did the writer have to leave his car? 
a. the rocks blocked the way 
b. he had to go back to the town 
c. the telegraph poles fell down 
d. he thought he had a flat tyre 
68. The communicative purpose of the text is………… 
a. to tell events for the purpose informing 
 
 
b. to present perspective points about an issue 
c. to describe the way they are 
d. to acknowledge readers about informative events 
 
69. Where did the writer drive when the earthquake happen? 
a. at town 
b. along the coast road 
c. across the road 
d. along the road 
70. What does the text tells about? 
a. The earthquake in town 
b. The writer‟s nightmare 
c. The writer‟s experience when earthquake happen 
d. The writer‟s experience to drive along the road 
71. “Next, the rocks came tumbling across the road and I had to abandon the car.” The 
synonim of underlined word is.... 
a. Drive   c. Leave 
b. Hit   d. Kick 
 
 
72. “My God, that was a nightmare”. The underlined word means... 
a. Mimpi indah 
b. Malam mencekam 
c. Malam yang mengembirakan 
d. Mimpi buruk 
73. Grammatical features are mostly written in… 
a. Present continous tense 
b. Passive voice 
c. Simple present tense 
d. Simple past tense 
74. “When I got to town, well, as I said, there wasn‟t much left.” 
The word there refers to…. 
a. Town    c. A car 
b. The writer   d. Earthquake 
75. Which of the following statement is not true according to the text? 
a. The rocks was tumbling across the road 
b. Earthquake happen when the writer was driving along the coast road 
c. The writer hide his self behind the car 
d. The telegraph poles collapsing like matchsticks 
 
 
 
 
 
 
 
 
 
 
APPENDIX 6 
SAMPLE OF POST TEST 2 
 
 
 
 
 
 
 
 
 
LEMBAR SOAL POST –TEST 
TEST KEMAMPUAN MEMBACA TEKS BAHASA INGGRIS 
KELAS VIII SMPN 1 WONOBOYO 
TAHUN AJARAN 2015/2016 
 
Petunjuk Umum 
1.  Tulislah nama dan kelas pada lembar jawab yang tersedia 
2.  Dahulukan menjawab soal-soal yang anda anggap mudah 
3.  Bacalah dengan seksama bacaan yang telah tersedia 
4.  Waktu yang tersedia 45 menit 
5.  Telitilah pekerjaan anda sebelum diserahkan kepada petugas 
6.  Lembar soal dikembalikan tanpa coretan kepada petugas bersama lembar 
jawab 
 
Petunjuk Khusus 
Berilah tanda silang (X) pada huruf a, b, c, atau d untuk jawaban yang anda  
anggap paling benar pada lembar jawab yang tersedia. 
 
Bacaan I (untuk soal no. 1 - 6) 
Last week John and Mary had a holiday. They went to Gembira Loka Zoo 
to spend the holiday. They wanted to look at many kinds of wild animals there. 
There are rhinos, tiger, lion, giraffe, elephant, etc.  
Gembira Loka Zoo is a very large zoo in Yogyakarta with many kinds of 
animals and green trees. The wild animals are placed in the place where they can 
move freely, many kinds of birds are placed in the big cages. There are also some 
kinds of snakes in the cages which are arranged in row.  
 
 
There are a lot of visitors. They came from many regions surrounding the 
city. They look very happy to see the animals. 
 
26. What is the topic of the text above? 
e. My vacation 
f. Holiday to Gembira Loka zoo 
g. Holiday with my family 
h. Vacation to Yogyakarta 
27. The main idea of paragraph 2 is. . . 
e. Last week John and Mary had a holiday 
f. There are many visitor in Gembira Loka zoo 
g. Gembira Loka zoo is a very large zoo in Yogyakarta 
h. There are a lot of animals and trees in Gembira Loka zoo 
28. Where is the location of Gembira Loka zoo? 
c. Solo    c. Yogyakarta 
d. Semarang   d. Surabaya 
29. “Many kind of birds are placed in the big cages”. The underline word means. 
. . 
c. Sarang   c. sangkar  
d. Rumah   d. kandang 
30. The word There in “There are rhinos, tiger. . . . . . .” (line 2 paragraph 1) refer 
to. . . 
c. Wild animal   c. Gembira Loka Zoo 
d. Birds    d. Snakes 
31. What is the type of the text? 
c. Descriptive   c. Procedure 
d. Narrative   d. Recount 
 
Bacaan 2 (untuk soal no. 7 - 12) 
My Day 
I had a terrible day yesterday. First, I woke up an hour late because my 
alarm clock didn't go off. Then, I was in such a hurry that I burned my hand when 
I was making breakfast. After breakfast, I got dressed so quickly that I forgot to 
wear socks.  
 
Next, I ran out of the house trying to get the 9:30 bus, but of course I 
missed it. I wanted to take a taxi, but I didn't have enough money.  
 
Finally, I walked the three miles to my school only to discover that it was 
Sunday! I hope I never have a day as the one I had yesterday. 
 
 
32. What happened to the writer yesterday? 
e. He has a terrible day. 
f. He gets a terrible day. 
g. He had a terrible day. 
h. He got a terrible day. 
33. Why did he wake up an hour late? 
e. Because he didn't set alarm clock.  
f. Because his alarm clock didn't go off. 
g. Because he didn't see alarm clock. 
h. Because his alarm clock didn't work. 
 
34. What did he do after having breakfast? 
e. He got dressed so quickly that he forgot to wear socks. 
f. He wear socks so quickly that he forgot to get dressed.  
g. He ran out of the house trying to get the 9:30 bus. 
h. He burned his hand when he was making breakfast. 
 
35. Which sentence is incorrect according to the text? 
e. He come late to the class 
f. He get dress and forget to use sock 
g. He doesn‟t have enough money to go by taxi 
h. His hand was burned when cooking breakfast 
36. How far did the writer walk? 
e. He walked for two miles. 
f. He walked for three miles. 
g. He walked for four miles. 
h. He walked for five miles. 
 
37. What does the writer hope? 
e. The writer hopes to discover that it was Sunday. 
f. The writer hopes to take a taxi. 
g. The writer hopes he never had a day like yesterday. 
h. The writer hopes that yesterday will be better. 
 
Bacaan 3 (untuk soal no. 13 - 21) 
My trip to Borobudur Temple 
 
Last week, I spent my vacation in Jogjakarta, this city is famous in 
Indonesia. I went to the temple of Borobudur. My family and I went there in the 
morning by private car family. I had prepared everything before we went to Jogja. 
While we were driving, we get to see some beautiful scenery mountains, forests, 
and waterfalls as well as cars pass by. 
My family and I arrived at the Borobudur Temple at 09:30 pm. There, I 
saw a lot of tourists. Borobudur temple is crowded on a holiday vacation. I can 
 
 
learn and practice speaking English with a foreign tourist different language to 
me. 
Dovi is his name. He is very friendly. This is the first time I spoke English 
with foreign tourists. We returned at 16:00 at afternoon. It was a very interesting 
holiday for me and my family was happy.  
 
38. The writer went to Borobudur temple with. . . 
e. the writer‟s friend 
f. the writer‟s family 
g. the writer‟s neighbor 
h. the writer‟s classmate 
39. How did the writer get to the Borobudur temple? 
c. By bus   c. by private car 
d. By train   d. by motorcycle 
40. “I can learn and practice speaking English with a foreign tourist different 
language to me.” The word „speaking‟ have the same meaning, except. . . 
c. Say    c. Conversed 
d. Spike    d. Talk  
41. What did the writer do in the Borobudur temple? 
e. Enjoy the beautiful scenery of sunset 
f. Playing a football 
g. Did the conversation with the tourist 
h. Walking in the forest 
42. When did they go home? 
e. In the morning 
f. In the afternoon 
g. In the middle night 
h. In the evening 
43. “He is very friendly”. The word he refers to. . . 
e. Dovi    c. the writer‟s family 
f. The writer   d. tourist 
44. What is the purpose of the text above? 
a.  to entertain the readers   c. to give information about someone 
b.  to tell past events    d. to tell about how to do something 
45. The lexical grammatical features are mostly written in. . . 
c. passive voice 
d. direct speech 
g. simple past tense 
h. simple present tense 
46. Generic structure of the last paragraph is called. . . 
 
 
c. Re-orientation   c. Events 
d. Orientation    d. complication 
 
 
 
Bacaan 4 (untuk soal no. 22-25) 
Grandpa’s Birthday 
It was my Grandpa‟s birthday last Sunday. On Friday, my sister and I went 
shopping. We found a nice Batik shirt. We bought it and wrapped it in a blue 
paper. Blue is my Grandpa‟s favourite colour. 
On Saturday morning, my brother and I were in the kitchen. We made a 
birthday cake. It was a big and beautiful. I wrote Happy Birthday on it. We put 
some chocolate on it and a big candle on top of it. On Sunday evening, we had a 
party. My uncle and my aunt came to my house. They brought some cake and 
flowers for my Grandpa. We sat together in our living room. My Dad said a 
beautiful prayer. Then, we sang “Happy Birthday” and my Grandpa blew out the 
candle. He cut the cake and gave it to everybody in that room. He opened his 
present and he was very happy with the shirt. 
Finally, my grandma told us some stories about my Grandpa. 
47. What did the writer do in the kitchen? 
c. Cooked meal    c. Roasted a lobster 
d. Prepared for lunch   d. Made a cake 
48. How many the siblings that the writer has? 
c. One    c. Three 
d. Two    d. Four 
49. What was the present from the writer? 
c. Cake    c. Chocolate 
d. Flowers   d. Batik shirt 
50. It was a big and beautiful cake. The word It in paragraph three refers to? 
c. Batik shirt   c. Flowers 
d. Cake    d. Chocolate 
 
 
 
 
 
 
 
APPENDIX 7 
ANSWER KEY OF PRE TEST, POST TEST 
1, POST TEST 2 
 
 
 
 
 
 
 
 
 
 
ANSWER KEY OF PRE-TEST 
 
 
 
1. B      14. C 
2. A     15. B 
3. C      16. B 
4. A     17. C 
5. D     18. C 
6. B      19. A 
7. A     20. D 
8. D     21. B 
9. C      22. D 
10. B      23. A 
11. A     24. B 
12. D     25. D 
13. D 
 
 
 
 
 
 
 
 
 
ANSWER KEY OF POST TEST 1 
 
 
1. D      14. B 
2. A      15. D 
3. C      16. A 
4. B      17. A 
5. B      18. A 
6. C      19. B 
7. D      20. C 
8. C      21. C 
9. B      22. D 
10. D      23. D 
11. C      24. A 
12. A      25. C 
13. C 
 
 
 
 
 
 
 
 
ANSWER KEY OF POST TEST 2 
 
1. B     14. C 
2. C     15. B 
3. C     16. C 
4. C     17. B 
5. A     18. A 
6. D     19. B 
7. C     20. C 
8. B     21. A 
9. A     22. D 
10. A     23. B 
11. B     24. A 
12. C     25. B 
13. B 
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APPENDIX 9 
QUESTIONNAIRE 
 
 
 
 
 
 
 
Nama  : 
Jawablah pertanyaan di bawah ini menurut pendapatmu sendiri! 
1. Sejak kapan mulai mengenal pelajaran Bahasa Inggris? 
 
 
Jawab : . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . .  
2. Apakah kamu menyukai pelajaran Bahasa Inggris? 
o Ya 
o Tidak 
Karena. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . 
3. Adakah kesulitan yang kamu hadapi saat belajar Bahasa inggris? 
o Ada 
o Tidak 
Karena. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . 
4. Bagaimana pendapatmu tentang pelajaran Bahasa Inggris selama ini? 
o Sangat menyenangkan 
o Menyenangkan 
o Membosankan 
o Sangat membosankan 
Karena . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . 
5. Apakah kamu menyukai metode yang diajarkan oleh guru Bahasa Ingris 
sehari-hari? 
o Ya 
o Tidak 
Karena . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . 
6. Apakah kamu mempunyai saran/ide untuk guru Bahasa Inggris agar 
pembelajaran lebih innovative dan menyenangkan? 
 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . 
7. Ketika kamu membaca sebuah cerita dalam bahasa inggris, apakah kamu 
memahami isi dari cerita tersebut? 
o Ya 
o Tidak 
 
 
Karena . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . .  
8. Saat kamu membaca sebuah cerita dalam bahasa inggris, kamu membutuhkan 
konsentrasi tinggi untuk memahaminya. 
o Iya, karena harus mengetahui arti dari setiap kata 
o Tidak, karena ceritanya mudah dipahami 
o Iya, karena ceritanya hanya berupa tulisan dan tidak ada gambarnya 
sehingga agak sulit untuk memahami 
Lainnya . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . 
9. Bagaimana pendapatmu tentang penggunaan media dalam pembelajaran di 
kelas? 
o Memudahkan 
o Mengganggu 
o Biasa saja 
Lainnya . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . .  
10. Menggunakan game dalam pembelajaran Bahasa Inggris` 
o Menarik, karena bisa membuat pelajaran bisa lebih menyenangkan 
o Baik, karena materi yang diajarkan lebih mudah untuk dipahami 
o Kurang tepat, karena hanya akan mengganggu konsentrasi 
o Tidak baik, karena tidak akan fokus pada materi pelajaran tetapi pada 
game nya 
Lainnya . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . 
 
 
 
 
 
 
 
 
 
 
 
Nama : 
Jawablah pertanyaan di bawah ini menurut pendapatmu sendiri! 
1. Apa pendapatmu tentang pembelajaran ini? 
o Menyenangkan  
o Membosankan 
o Biasa saja 
Karena . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . 
2. Apakah kamu memahami materi yang disampaikan oleh guru? 
Iya / tidak, karena . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . .  
3. Apakah ada masalah yang kamu hadapi saat belajar menggunakan visual 
novel? 
Iya / tidak, karena . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . .  
4. Menurut pendapatmu, apakah visual novel sangat membantumu dalam proses 
pembelajaran? 
Iya / tidak, karena . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . .  
5. Belajar dengan menggunakan visual novel 
o Menjadi lebih mudah untuk memahami materi 
o Menjadi lebih bersemangat karena bisa bermain sambil belajar 
o Sangat merugikan karena membingungkan 
 
 
o Membuat pelajaran menjadi semakin sulit 
Lainnya . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
. . . . . . . . . . . . . . . . . .  
 
 
 
 
 
APPENDIX 10 
TEACHER‟S INTERVIEW 
 
 
 
 
 
 
 
 
 
 
DRAFT OF INTERVIEW 
Teacher Interview 
 
Date : 16 August 2016 
Time : 07.30 am 
Place : at Hall 
 
Researcher : Assalamualaikum ibu 
Teacher : Waalaikumsalam. Halooo mbak gimana? 
Researcher : Gini buk, saya Vina dari IAIN Surakarta yang mau penelitian di  
sini. Nah sebelumnya mau tanya-tanya dulu sama ibu. 
Teacher : O gitu, mau dimana ngobrolnya? 
Researcher : Nggih terserah ibu mawon 
Teacher : Ini santai to tanya-tanyane? 
Researcher : Nggih buk santai kok 
Teacher : O yauda disini aja ya. 
Researcher : Nggih buk 
 
 
Teacher : Jadi gimana mbak? Penelitiannya mau gimana? 
Researcher : Ini kan penelitiannya nanti CAR buk, jadi langsung action di  
  kelas gitu. 
Teacher : Ha monggo. Berarti njenengan langsung ngajar dikelas? 
Researcher : Nggih buk. Tapi rencananya mau pake video game buat 
medianya. Jadi bentuknya kayak novel, trus ada gambar sama 
suaranya buk. Nah nanti ada beberapa soal yang harus dijawab 
buat nglanjutin ke cerita selanjutnya. Pripun buk? 
Teacher : Ya gapapa mbak. Bagus itu malah, soalnya kalo saya ngajar kan 
ngga pake apa-apa. Ya Cuma LKS aja mbak, nanti anak-anak mesti 
pada seneng. 
Researcher : Nggih buk. Kalo lab nya bisa dipake mboten bu? 
Teacher : Bisa.. bisa, ngajarnya mau di lab gitu? 
Researcher : Iya kalo bisa bu... 
Teacher : O ha nanti tak siapin dulu mbak kalo sudah mau ngajar. Kalo 
butuh apa-apa njenengan tinggal bilang ke saya aja biar tak siapin. 
Mau kapan mulai ngajarnya? 
Researcher : Ya monggo terserah ibu mawon boleh dimulai kapan. Tapi ini 
materinya tentang recount buk, pripun? 
Teacher : Ha kalo recount paling ga nunggu materi yang ini selesai dulu 
mbak, kira-kira sekitar bulan september aja 
Researcher : O ngoten 
Teacher : Iya, soalnya kalo kelas 8 kan materinya descriptive dulu nanti 
recountnya tetep kita selipkan sedikit, tapi biasanya saya kasih di 
pertemuan akhir-akhir sebelum UTS. Mau pake yang kelas 8 to? 
Apa kelas 7? 
Researcher : Nggih bu yang kelas 8 
Teacher : O lha iya, kalo kelas 8 itu pertama masuk itu materinya yang 
tentang dialog-dialog pendek itu lho mbak. Biasanya sama 
ungkapan-ungkapan, respon tentang kejadian itu to. Trus abis itu 
biasanya saya kasih descriptive mbak, recountnya terakhir. Kalo 
SMP materinya kan biasane diulang-ulang mbak, kelas 7 sudah 
dikasih descriptive nanti kelas 8 dikasih materinya lagi to. Jadi ya 
 
 
paling tinggal ngulang atau nambahin sedikit-sedikit. Biasa anak-
anak sering pada lupa mbak. Hari ini dikasih materi, besok pas 
ditanya udah lupa lagi. Ha biasa gitu to kalo anak-anak. Ini kan 
materinya sudah sampe descriptive, biar saya selesaikan dulu 
setelah itu mau diisi njenengan ya monggo.  
Researcher : Nggih bu. Kalo di sekolah sini kurikulumnya sudah pake K13 
atau KTSP bu? 
Teacher : Disini masih pake yang KTSP mbak, soalnya daerah sini masih 
desa jadi kurang bisa mengikuti kalo pake K13. Kacau mbak. 
Researcher : O nggih bu. Kalo buat anak-anaknya kira-kira gimana bu 
kemampuannya? Apa ada kelas unggulan? 
Teacher : Rata-rata sama mbak, ga ada kelas unggulan disini. Satu kelas ya 
ada sing bodo banget, ada yang pinter, campuran mbak. Soalnya 
anak-anak sini kemampuannya itu rata-rata mbak. Ha maklum to, 
wong anak desa. Semua kelas sama mbak. Lha itu tadi, sering lupa 
mbak. Kadang saya sudah ngasih materi tentang ini kemarin, 
besoknya saya tanya uda pada lupa lagi. Kadang harus dipancing 
dulu biar ingat. Saya ngajarnya kan cuma pake buku mbak, ga pake 
apa-apa. Ga mau ribet mbak, ya cuma saya suruh baca teks trus 
ngerjain soalnya bareng-bareng gitu. Kadang kalo ga tau artinya 
juga kita langsung artikan bareng-bareng. Bagus itu mbak kalo 
njenengan pake media kayak gitu, soalnya anak-anak kan juga 
belum pernah dikasih media to, pake LCD aja saya ga pernah 
mbak, jadi nanti mesti pada seneng. 
Researcher : O gitu bu. Ini nanti saya pake kelas yang mana bu? 
Teacher : Ha monggo terserah njenengan mbak. Tapi tak saranke yang 
kelas 8A aja, soalnya ini kan saya pegang kelas 8A, jadi nanti biar 
gampang koordinasinya. Nanti anak-anak juga biar saya 
kondisikan dulu. kalo soal kemampuan sama semua mbak setiap 
kelas, jadi ya nanti masuk 8A aja 
Researcher : Nggih mboten nopo-nopo bu. Kalo jadwalnya hari apa aja ya bu? 
Teacher : Jadwalnya itu kalo kelas 8A hari selasa sama sabtu mbak, jam 8... 
ehh sek sek nanti tak ambilkan jadwalnya dulu mbak, saya lupa. 
Researcher : Nggih bu 
 
 
Teacher : Atau abis ini njenengan mau ikut saya? Kalo lagi ga terburu-buru, 
abis ini kan saya ngisi 8A, ha monggo nek njenengan pengen ikut. 
Barangkali mau liat situasi kelasnya, biar kenal sama anak-anak.  
Researcher : Nggih mboten nopo-nopo bu. 
Teacher : Abis ini kan jam saya, apa njenengan mau masuk kesana dulu? 
Nanti tak susul. 
Researcher : Sama ibu saja nanti ke kelasnya. 
Teacher : O yaudah. Mau nunngu disini apa gimana? 
Researcher : Nggih buk disini aja 
Teacher : Ha nanti kalo sudah mau masuk saya kabari mbak 
Researcher : Nggih maturnuwun buk. 
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LIST OF 8A STUDENTS‟ NAME 
 
NO STUDENTS‟ NAME 
1. Agil Arwoe Putra 
2. Ayu Rizki. M 
3. Azka Mian Sukriyanti 
4. Daniya 
5. Dedi Setiawan 
6. Egasan Rais 
7. Fais Maulana  
8. Fatriana Kintan Habsari 
9. Feri Handoko 
10. Fitri Sugiarti 
11. Gisela Habibah Aisyah 
12. Henik Setiyaningsih 
13. Heru Istanto 
14. Isnaeni Rosyida 
15. Jaja Putra Aditya 
16. Jamaludin 
17. Kurniawan. P 
18. Nadia Isna Putri 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
19. Niha Syufa‟a 
20. Nur Anifah 
21. Pipit Sulastri 
22. Putri Sri Lestari 
23. Ranti Fadilah 
24. Ridho Saputro 
25. Rudi. S 
26. Senja Aprilia 
27. Setyo Abdi 
28. Sigit Adi Purwanto 
29. Sinta Devi Navisa 
30. Tata Regita. N 
31. Widi Indah. W 
32. Yamaschun 
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Blue Print of Pre-Test 
Reading Ability 
 
 
 
INDICATORS NUMBERS TOTAL 
NUMBER OF 
ITEM 
LITERAL COMPREHENSION 
a. Recognizing main ideas 
b. Recognizing stated details 
c. Guessing the meaning of unfamiliar 
words 
d. Recognizing sequence 
 
 
INTERPRETATIVE READING 
a. Detecting appropriate verb 
 
 
CRITICAL COMPREHENSION 
a. Analyzing the text 
 
CREATIVE COMPREHENSION 
a. Producing new ideas 
 
1 
6, 7, 8 
2 
19, 20, 21, 22, 
23, 24, 25 
 
 
9, 10, 11, 12, 13, 
14, 15, 16, 17, 18 
 
 
3, 4 
 
 
5 
 
1 
3 
1 
7 
 
 
 
10 
 
 
 
2 
 
 
1 
TOTAL ITEMS 25 
 
Blue Print of Post-Test 1 
Reading Ability 
 
INDICATORS NUMBERS TOTAL 
NUMBER OF 
ITEM 
 
 
LITERAL COMPREHENSION 
e. Recognizing main ideas 
f. Recognizing stated details 
g. Guessing the meaning of unfamiliar 
words 
h. Recognizing sequence 
 
INTERPRETATIVE READING 
b. Inferring reference 
c. Detecting appropriate verb 
 
d. Drawing conclusion 
 
CRITICAL COMPREHENSION 
b. Recognizing the author‟s purpose 
c. Analyzing the text 
 
CREATIVE COMPREHENSION 
b. Producing new ideas 
 
2 
1, 3, 19 
4, 6, 22, 21 
7, 8, 9, 10,  
 
 
24 
11, 12, 13, 14, 15, 
16 
5 
 
 
18 
23 
 
 
25, 20, 17 
 
1 
3 
4 
4 
 
 
1 
6 
1 
 
 
1 
1 
 
 
3 
TOTAL ITEMS 25 
 
 
 
 
Blue Print of Post-Test 2 
Reading Ability 
 
INDICATORS NUMBERS TOTAL 
NUMBER OF 
 
 
ITEM 
LITERAL COMPREHENSION 
i. Recognizing main ideas 
j. Recognizing stated details 
 
k. Guessing the meaning of 
unfamiliar words 
 
INTERPRETATIVE READING 
e. Inferring reference 
f. Drawing conclusion 
 
CRITICAL COMPREHENSION 
d. Recognizing the author‟s 
purpose 
e. Analyzing the text 
 
CREATIVE COMPREHENSION 
c. Producing new ideas 
 
2 
3, 7, 8, 9, 11, 13, 
14, 16, 17, 22, 23, 
24 
4, 15 
 
  
 
5, 18, 25 
12 
 
 
19 
6, 20, 21 
 
 
1, 10 
 
1 
12 
 
2 
 
 
 
3 
1 
 
 
1 
3 
 
 
2 
TOTAL ITEMS 25 
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PHOTOGRAPH 
 
 
 
 
The students try to play visual novel Invisible Me 
 
The students did the test 
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